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From The Editorial Staff 
Hello everyone and welcome to the SMITE Official OFFICIAL MAGAZINE 


Magazine. If this is your first time reading, a 
double welcome to you! The SMITE Official 
Magazine is a community project turned Official 
Hi-Rez product. All the content you see here is 
created by people that love the game and are 
members of the community the same as you. As 
you might have guessed, #21 means there are 
20 other issues to browse through, and | invite 
you to do so at www.gameonmag.com/smite. 


Like last month’s issue, this one is filled to the 
brim with content for you to enjoy! Not only 

do have staples like Against the Grain, which 
takes a look into running double Hunter comps, 
and Goddess Re-Envisioned, we also have a 
number of very interesting one-offs this month. 


The most interesting one to me personally is one 
of our writers opening up about his struggles with 
anxiety while playing SMITE and how he dealt with 
that. We hope that this piece helps a couple of you 
that are struggling with this very same issue. We 
also take a look at a couple of very underrated 
gods and how you can make them work and what 
you need to look out for when playing them. 


The ‘human interest’ section, as it were, is also 
bursting at the seams. We have a talk with Avant 
Garde, the Oceania contenders for the SWC 2016, 
we drink a beer with YouTuber and streamer 
Acipere, and we highlight not one, but two of our 
staff members! And of course, with the SWC still 
fresh in our minds, we have a recap for those 
who missed it [or want to relive the excitement). 


So grab a cup of coffee [or teal, sit back and enjoy 
the 21st issue of the SMITE Official Magazine! 


Steve Greenfield Jorg van der Velden 


/GameOnMagazine 
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AGAINST THE GRAIN: 
HUNTER IN THE MID LANE 


f you have been watching the 2016 SMITE World 
| Championship you may have watched the 
amazing semi-final match between Epsilon and Cloud 
9. The match went five games, and each one was 
very different from the previous game. There were so 
many different strategies happening with each game, 
it is a great series to watch over and over again to 
learn new strategies. One in particular that stood out 
to me was the double hunter strategy. In game five, 
we saw Cloud9’s BaRRaCCuDDa take Xbalanque 
in the duo lane while MLCSt3alth took Neith in the 
middle lane. On Team Epsilon, Yammyn ran Medusa 


mid while Emilitoo took Sol in the duo lane (Sol can 


By Tanner Schelle ~~~ 


work well as an ADC because of her fast lane clear 
and her tower-pushing potential). The idea is as 
simple as it sounds: A hunter in the duo lane with the 
Support and instead of having a mage In mid, you have 
a hunter go there. This strategy sounds kind of odd 

at first given the tank meta we have seen in the last 
couple of months but if played correctly it can have 
devastating results. While this is not necessarily a 


new idea, it has made a resurgence in the last year. 


The great part about this lineup Is that hunters 
have great push, sustain, and overall good damage 


throughout the game leading into massive damage 
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late game. Some hunters can often 
outpush mid mages early on and 
create pressure for the enemy jungle 
to either gank mid often, or try to 
follow enemies when going around 
the map. The Idea is to be aggressive 
and keep your enemy guessing at all 
times. This also is great late game 
when you have two hunters who 

can either split push or both be in 
team fights dominating with critical 
hits. You may want to build the mid 
lane hunter (I recommend someone 
with great ability scaling like Neith] 
as more of an ability oriented god. 
Picking up items like Transcendence, 
Jotunn’s Wrath, and Titan’s Bane 
will make your abilities’ scale well 
into the late game while the duo lane 
hunters auto attacks can do the most 
damage. This also allows the hunter 
in the mid lane to do more damage 
to towers and to phoenixes, making 
them a valuable split pusher in the 
mid to late game. Another benefit 

of having a hunter in the mid lane is 
that the Gold Fury Is easier to secure 
because both hunters can rotate to 

it quickly and destroy it just as fast. 
Sometimes you can kill it before 

the enemy even has time to rotate 

to it, forcing the enemy to be very 


aware of where you are at all times. 


The second way to run two 
hunters is to have a mage and 
hunter combo. The idea this 


time is to take a hunter in the 
The Official SMITE Magazine Issue #21 


The GameOn Magazine 


“\ IF O ‘ Y SSS SSS 


mid lane while putting an auto attack heavy mage like Freya 
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or Sol in the duo lane. Sol is preferred here as Freya's early 
game Is slow because of her lack of clear. This allows for a 
more diverse ratio of physical to magical gods on your team 


and allows for more burst damage through the mid game. 


The last way to play the double hunter strategy Is 
to have one of the hunters go in the solo lane. This is 
«” pretty similar to 
having a hunter 
in the mid lane except 
they can be different hunters 
and can be played a little differently. 
Hunters that don’t have escapes are 
able to play this position easier because 


they, in theory, shouldn't be ganked as much. 


If for some reason they are being ganked constantly, 
this opens up your jungler to gank the enemy mid and 
duo lane more, which is much more beneficial for the 
team and can open up opportunities for an attempt 
on the Gold Fury. Hunters that have really fast clear 
like Ah Muzen Cab do really well here because of their 
pushing potential and high sustain. Just be sure to buy 
Purification Beads if you choose a hunter with no escape. 
This strategy is prime for split pushing especially with hunters 
like Ah Muzen Cab, Apollo, and Ullr. Starting off with Death's 
Toll into Devourer’s Gauntlet is a great start for this lane 
since it has the blue buff for mana sustain and lifesteal 


will keep you in the lane to pressure the enemies’ tower. 


The double hunter strategy is something that should 
be consciously picked and not just picked because it 
sounds cool. Make sure to communicate your picks with 
your team so as not to confuse them and convolute the team 
composition phase. If executed properly, this tough to counter 


strategy, has the potential to lead you to victory. m 


By Tanner Schelle 
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ANXIETY AND SMITE 


By Devon Boyette ~~~ 


started my MOBA career several years ago, with 
| League of Legends. I'd dipped into the genre 
before, but only as dips, never a full immersion until 
that time. And | gotta tell you, | enjoyed it. I've always 
enjoyed RTS games, but when playing WarCraft 3 
| really felt a dissonance between the traditional 
unit-commanding gameplay and the leveling RPG- 
style hero progression. If only they could have been 
separate games altogether... and now, here we are. 
When | started playing, | did so as a metaphorical 
child, full of energy and vigor, always trying new 
things and learning the lay of the land via curiosity 
and exploration. But, as time went on, | noticed a 
couple of problems emerging in the way | played, 


or rather the way | didn’t. As my team began to 
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rely on me more and more, as the expectation 
of skilled play rose, | started to get get nervous. 
| worried constantly about whether or not | 
could do well, or how | would be perceived. 

lll be the first to admit that many games have 
a community that doesn't help this, but it went 
deeper than that, for me; it was about the nature 
of the game. By definition, MOBAs are team-based 
objective control contests, equally about fighting and 
killing enemies and making smart, strategic plays. 
They require an immense amount of knowledge in 
comparison to similar action games, and have a 
steep learning curve. So even as | learned said curve, 
so to speak, | found that my self-doubt grew, and | 


became anxious even at the mention of playing. 
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So what does this mean? It means that by 
the time | found Smite, | could become a shaking, 
jittery mess even at the mention of playing against 
people, and had felt like that for a while in my 
League days. Even when | worked up the courage 
to throw myself to the wolves, it left me at the very 
edge of my nerves, turned normal frustration into 
rage at myself, and calm chat into a salty mess. | 
never became toxic, but that was another worry- 
-what if | did? What if it was just too much for me 
to handle? It would really bother me if | ended up 
taking my problems out on someone else In-game. 

Well, there came a time | noticed where even 
talking about playing or, Gods forbid, getting into 
Ranked, made me physically sick. | decided then that 


something had to be done, and I've spent my time 


since then working on overcoming this issue. | feel 


like I've come a long way since those days, and even having just one superior player isn't enough. On 
now | can get into and enjoy a few matches without the other hand, MOBAs have such small teams 
it feeling like my wedding day. To that end, I’ve seen that every member becomes vital. Having people 


anxiety to some degree, and many that are too afraid 


or worried to try Conquest. That’s where | come in. 
lll share some of my tips and experience working 


through this issue in the hopes that it can help others. 
WHY IS THIS A THING? 


For me, the anxiety hits because | know 
ILL be going into a game where a smaller 
amount of people personally rely on me. 
| don’t have this trouble with any other 
multiplayer game or genre I've played, 
even ones that emphasize teamwork, partly 
because games like Smite have much more 
dependance on each individual member. 
There's an entire genre of shooter where you 
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Another problem is the steep learning 
curve, one that can help isolate players from one 
another. It’s nothing like the more difficult side 
of the strategy game world, where you can take 
months and months of dedicated play to get the 
hang of some strategies or overall goals; but, 
MOBAs are also a lot easier to get into on the 
surface for new players, and it’s easier for less 
experienced players to get matched with veterans. 
This means you have a pretty tense atmosphere 
where the slightest mistake from one person can 
throw off a lot of games, and the air in the average 
match can be rich with barely restrained, high-string 
players ready to tilt. It's one reason why the genre 
is so Steeped with so-called toxic players. And it 
certainly doesn't help people who make mistakes 


when this is the end result they can start to expect. 


HOW CAN I CHANGE THIS? 


It was tough for me, but I’m always a little 


hard on myself. Over time, | figured out that there 


tin 
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were patterns | could follow and tricks | could 
use to get myself to play--not to force myself 
when | really didn't feel like it, or when | knew | 
couldn't coax myself into enjoying It, but to want 
to play when | normally wouldn't, ways to make 
the game worth overcoming my anxiety. 

The easiest of these was getting a friend to 
play. His computer can’t handle Smite--yet--but 
for League, | started playing largely when he could, 
and letting his own excitement overcome my static 
worry. Working as a premade also meant there 
was someone | could count on to help me out when 
a teammate might not, or someone to help when 
another player got toxic. Someone | didn’t have to 
worry about disappointing. And that was huge. 

| never had this for Smite, but I'd also come to 
terms with a lot of my worries through repeated 
play. | found that some secondary game modes 
are considered less serious by large portions of 
the community, and so there can be people more 
willing to forgive mistakes or actually help out, 


making it easier to get into even when this wasn’t 
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the case in the end. Smite has plenty of these, 
and the Match of the Day helps even more, since 
it’s often just silly and designed to be fun. 

Having fun Is, of course, the biggest contribution 
you can muster for overcoming your general 
gameplay woes. Finding a particular God that you 
enjoy playing, or finding a Clan to join that has 
members for you to play with, these can help. 
Friends that want to invite you to play can also 
be a huge help, providing you both incentive as 
well as a safe space to play in. Everything that 
makes playing less of a strain works. Special 
events and gem weekends can even help with 
this, touting a reward for playing that makes It 
hard to pass up, and these rewards hold true 
even if you have to work towards them. 

For me, the SPL ticket was a major boon for 
my playing. Getting FP and working towards those 
rewards was one of the main factors towards 
helping me ease up about playing Smite, giving me 
a longer-term goal to work towards at every tier, 
The Official SMITE Magazine Issue #21 
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and a reason to keep playing when things got bad. I’m 


only at about 9,000 FP or so right now, as compared 
to many players with over 15k, but every time | see 


that number, it makes me proud that I’ve come so far. 


SHOULD I PLAY CONQUEST? 


| know there’s a lot of people out there hesitant 
to touch Smite’s premier mode, with so many uptight 
players involved, and so much riding on every match. 
| feel you, | do--but this isn’t Ranked. Conquest, 
main game mode or not, is designed to be enjoyed, 
and to that end, I'll say that you should 100% try it. 
But, if you don't see yourself enjoying it, then you 
can skip it, and stick with whatever you enjoy more. 
Learning Conquest can be a pain for the new, 
or the uninitiated, but getting help can be as simple 
as asking In God selection, or as | mentioned before, 
finding a friendly Clan member to help out. Start 
with a god you're comfortable playing, or in an easier 
role until you get used to the map. And coming from 
Siege can help, despite the mode's differences- 


-and the upcoming Clash seems to be designed 
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specifically to ease players into Conquest gameplay. 

And, if you don't have any tricks, you can always 
just dive in, go head-first and play. Pay attention 
to tips and criticism you get, ignore and mute the 
haters, and do your best. | think the best thing | can 
say here Is that everyone has bad matches, everyone. 
No pro player is undefeated. No one gets to the top 
without some losses and some throws. And every 
team that goes to Worlds can’t win. You do your best, 
and if you lose, you just move on. Learn from it. It 
might sound cliché, and it is--but clichés are popular 
for a reason. There's usually something there. 

At the end of the day, the anxiety you feel is your 
own personal beast. You buy it, you tame it, and when 
you're at home and ready to play, you feed it and 
maintain it. | learned the hard way that it can only do 
what you let it, and it does still bother me, but | can't 
and | don't let it keep me from playing Smite. All of 
these tips might help--and | hope they do--but only 
you can decide when you've had enough, and the 


anxiety isn’t enough to stop you from having fun. 


By Devon Boyette 
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ANNOYING AND HARD 
TO TAKE DOWN: 
THEDIRTYBUBBLE BUILD 


recent trend in the SMITE community 

AS... something called “The DirtyBubble 
Build.” Many propose that a meta shift has occurred 
in SMITE toward an even tankier game state. A new 
set of builds has emerged that either excites or 
horrifies players, depending on whether they are 
playing as or against a “DirtyBubble” character. 

So what is all this fuss about? This build set 
was pioneered by Masters player TheDirtyBubble 
and popularized by a Reddit post by competitive 
player Metyankee. In general, the goal of the builds 
is for a traditionally squishy character to be tanky, 
annoying and just hard to deal with. The builds are 


focused on defense items, penetration, and cooldown 
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By Zachary McFarland ~~~ 


reduction. The traditional build varies based on which 
class the character wants to build DirtyBubble on. 
When playing Assassins, your first item is 
Reinforced Greaves, which are the tank boots. 
This is followed up by Breastplate of Valor, which 
gives you 25% cooldown reduction and physical 
protections. Your next two items are Titan’s Bane 
for 33% penetration and Bulwark of Hope for 
health and magical defense. The build finishes 
with two additional situational defense items. 
Mages building DirtyBubble have Shoes of 
Focus for mana and CDR or Breastplate of Valor 
as their first item and the other as their second. 


Ethereal Staff is purchased next for health. 
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Bulwark is then built so the Mage has both types 
of protections. Penetration should be added as a 
oth or 6th item, being either Spear of the Magus 
or Obsidian Shard, depending on your needs. Hide 
of the Urchin is built for even more tankiness. 


Lastly, Hunters can also participate in this 


craziness as well, particularly Ah Muzen Cab and 
Ullr. The Hunter DirtyBubble build Is a bit different 


from the Assassin and Mage in that there is more 
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focus on damage and less on defense. Breastplate 
of Valor is rushed and is followed up by Warrior 
Tabi for damage. Transcendence, an item often 
seen as core to these characters, comes next. 
Frostbound Hammer and Soul Eater come next. 
Both items contribute to your tankiness and ability 
to be annoying. The last item is situational. 

The most notable god to utilize TheDirtyBubble 
build is Thanatos. While tank Thanatos has been 
around for a long time, TheDirtyBubble breathed 
new life into the concept with his build. The build 
works great on Thanatos because it makes him 
very hard to kill, he has loads of penetration 
built into his kit, great sustain, he doesn't need 
physical power to do a lot of damage, and he 
can execute an enemy at 40% health anyway. 

Ah Puch Is perhaps the Mage that benefits 
most from this build. Already considered a major 
annoyance, TheDirtyBubble build gives Ah Puch more 
room to be himself. Ah Puch still has a lot of damage 


building mostly defense and can keep throwing 
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corpses at enemies and sustaining off the 
bodies. He can do this while continuously 
damaging and slowing opponents and just 
being very tough to kill. He Bo Is also a 
strong Mage building DirtyBubble because 
he has insane damage and doesn’t 
need power items to just kill enemies. 
Like every other build in SMITE, 
TheDirtyBubble builds can be edited and 
items substituted to fit your and your 
team’s needs. There are already a few 
situational spots in to purchase items 
based on your situation, but others can be 
altered if you see fit. While the result may 
not be a “true” DirtyBubble build, the base 
concepts of defense, cooldown reduction, 
and penetration should be included. The 
builds are oriented around the Solo lane 
but can be utilized in other roles as well. 
While everyone may want to jump 
on the DirtyBubble train, it is not 
advisable that everyone on your team 
build so tanky. You still need carries on 
your team to do damage, as the people 
building DirtyBubble will not be dealing 
the damage necessary. The characters 
building DirtyBubble will be able to be 
annoying and hard to deal with so your 
carries can finish off enemies. The 
community reaction to the DirtyBubble 
builds tend to be that they are very 
annoying and strong. Competitive and pro 
players have said that these builds can 
be strong but are not the best. The build 
is effective, annoying and while it may not 


be the absolute best, is a blast to play. 


By Zachary McFarland 
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Dear Brother, 
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\ pollo has begun his trek across the western 

N 

| sky, and the Greeks have stopped today’s 

N 

march for rest and nourishment. Artemis gifted them 
N 

a stag this morning, so they are feasting on venison 
N 

| and small fowl for dinner. From the edge of camp, | 

\ 

can hear them laughing and drinking and gossiping. 
| 

| 


The noise pleases me, brother; it sates me like the 
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ATHENA 


DIARY OF ... 


By Jacob Crawford ~~~ 


otic honey of Muse song, and | cannot help meditating 
on them. Even now as they march into battle--onward 
into inevitable death, into unforeseeable oblivion-- 
they find time to live, to laugh, to celebrate. | admire 
them. It has been too long since | felt anything 

other than cold indifference. Perhaps their short 

lives are the source for their intense livelihoods; 

the shortest wicks oft’ yield the brightest light. 

They build; they fight; they sing; they write; they 
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chart the movements of the heavens and 
irrigate the rivers to grow their crops. They 
accomplish more in their short lives than 
anyone on Olympus has accomplished in 
a century. And they do so cheerfully and 4 
fearlessly, oblivious to what awaits them 
beyond the Stygian shore. | cherish their 
passion. We gods are cruel to treat them 
as simple pawns; they are so much more. 
| never partake in their festivities, 
but | enjoy watching them. Two foot 
soldiers at the edge of the cook fire are 
wrestling and cursing over a hawk of leg- 
-meat that a hound has since claimed 
for himself. Onlooking soldiers laugh 
and hold each other; they have yet to 
realize the leg is missing. As | write, the 
animal lies at my foot licking the bone. 
He growls affectionately, and | scratch his 
scruff. Morale is high, despite the march. 
These men are fascinating creatures. 
When we were children, we used to 
bicker and laugh as they do now. Do you 
remember how we used to Spar in the 
courtyard? Apollo would dress the evening 
sky in reds and golds, Dionysus would tap 
the fall harvest, and we would drink and 
duel while everyone watched and cheered. 
Contests with olive sticks always ended in 
grapples, and grapples always ended in 
fits of laughter. You were my equal, Ares: 
my brother, my rival, and my best friend. 
| look forward to grappling and laughing 


with you again. | miss Olympus. | miss you. 


Yours, 


Athena 
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Dear Brother, 


It has been a week since | last wrote to you. 
| have not heard back. The sun is setting, and 
the men have once again pitched camp. The 
weather has been temperate, but | fear Father 
and the others favor these men only because 
lam with them. We Olympians are selfish. 


We neglect these men too much, and they are 


At dawn, a shieldsman approached me: 

“Goddess,” he said. “Apollo drives 
the sun across the sky, correct? 

“Yes,” | said. 

“He did not create it?” 

“He did not.” 

“Then who did? Was it the Titan 
Helios? Or was it Ra?” 
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| “The Titan Helios bore the Sun before Apollo; 
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beginning to doubt us; they are growing impatient. 


= 


he is the father of day and night. You know this.” 

“Is Ra not the god of the sun?” 

“He is a god of the sun.” 

“Then who is the correct god? 

Who should | praise?” 

“We are your gods,” | replied. “Apollo provides you 
light and warmth, Zeus grants you fair air, Artemis 
brings you fresh meat, | will carry you to victory, and 
Hades will usher you through the afterlife. We are 
your guardians. Worship us, and we will protect you.” 

The soldier nodded and returned to his 
breakfast. It is only a matter of time before men 
begin to worship other gods. When our statues 
fall, others will rise. | fear the other pantheons 
might turn our followers against us. A war is 


coming, and | hope we are on the correct side. 


Yours, 


Athena 


- Mw 2 
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Dear Brother, 


It is morning. The peeking sun beams low over 
the mountains and washes the foggy battlefield red. 
The air is thick and hot and sticky; it clings to my 
arms and face. In a couple hours, we will be fighting. 
By sunset, men will lie here, dead, and | will return 


home to Olympus. These Greeks are afraid of death: 


they huddle around the campfire and stir the cinders. 


No one laughs; no one gossips. A few of them whisper 


prayers--some to me, some to Hades. Some to 


Anubis. We are beginning to lose them, brother, and 
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if we lose today, | fear they will slip even further. We 
gods derive our power from these mortals. If they 
do not worship us, then we cannot rule them, and 
some other pantheon will replace us. Hades has 
been complacent of late. If he does not usher today’s 
fallen across the river, then someone else will claim 
them. | wish | could pray; | would pray for peace. 
Regardless, | look forward to returning home. 
| look forward to seeing you once again. At night, 
| think about those summer duels long ago. How 
long ago were they? | wonder if Dionysus has 


any fall harvest left; | would like a rematch. 


Yours, 


Athena 


For more, check out Dark Horse Comics’ SMITE: 


The Panteon War. Issues #1 and #2 are on sale now! 


By Jacob Crawford 
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GODDESS RE-ENVISIONED: 
GUARDIAN NEMESIS 
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By Timothy Tian ~~ 


Hello everyone as we once again bring 
to you the latest installment of God Re- 
Envisioned! This month, we turn the 
Goddess of Vengeance into a Guardian! 


recian myths do not lack in matters of 
GS revenge, seeking justice or hubris. Many 
of these themes are prevalent throughout the tales 
of ancient Greece. One such example is the lliad by 
Homer which comprises tales of the Trojan War. It is 
in these events that Nemesis makes her presence 
felt. As the Goddess of divine justice and retribution. 
During the times where one would commit a 
crime or be overindulged in good fortune, Nemesis 
would be there looming over them as she returns 
balance to their lives. Malicious characters 
would be dealt punishment proportionate to their 
crime. Misfortune would fall over those bathing 
in excessive good luck. It is this form of justice 
that Nemesis holds on to where she believes that 
every action deserves a proportional reaction. 
Nemesis is also thought of as a punisher 
of hubris - arrogance before the gods. A 
perfect deity to be released in the battleground 
of the gods where hubris is most likely 


present In every corner of the battlefield. 
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Name Type Description 
Fair Game Passive An aura exists around Nemesis that reduces the 
effect of any jungle buffs carried by an enemy 


Diminish Fortunes Active 1 Nemesis notices that the enemy is having 
inordinate wealth. She targets an enemy and 
reduces their gold per second for a short time and 
does asmall amount of damage in the area 


Punishment Active 2 Nemesis releases a shimmering light in a straight 
line In front of her. Any allies, up to two, that are within 
the aura at the moment of release will be under her 
protection. While under the aura, If her allies are 
damaged, the enemy will be damaged as well 

Inescapable Active 3 Nemesis throws her daggers forwards. If the 
daggers hit an enemy god, they will receive a small 
amount of damage and she can choose to teleport 
behind them. Doing so will stun the enemy 

Consequence of Hubris Ultimate Nemesis reduces the power of an enemy god to 
that of a minion. For a short time, the targeted enemy 
will deal damage equivalent to that of a minion as 
punishment for arrogance towards the gods. 


As a bringer of justice and revenge, it Is buff is the target as they get their effects reduced. 
very possible to see Nemesis as a Guardian, Her Passive would be especially useful in the early 
one who protects her own allies as well as the laning phases of the game where jungle buffs may 
one who seeks vengeance against her enemies. play a significant role in deciding which team comes 
Therefore, her kit revolves around these ideas, out on top. Being able to deny this benefit from the 
punishing her enemies for attacking her allies opposing team would eventually place Nemesis’ 
and removing whatever fortunes they may have team in a better spot after the laning phase. 
reaped from their environment or friendly gods. Continuing with the role of Nemesis as a remover 

Her Passive is called Fair Game. Nemesis of excessive fortune, her first ability is aptly named 
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allies and enemies on fair ground. Any enemy that or her duties out on the battleground, they receive 

carries a jungle buff with them will have the effect gold, even more so in the laning phase when the 

reduced by an amount if they remain within the reap them off of minions through farming. Nemesis 
radius. Tracing back to her lore, Nemesis Is not one deems this as the enemy having inordinate wealth 

to sit back while other gods or even mortals are and after targeting them with this ability, she reduces 
bestowed with good fortune. In this case, the jungle their gold gained per second for a short time as well 
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as dealing a small amount of damage. sentences for committed crimes. As her only form of 


Once again, this ability would be hard crowd control (CC), hitting this ability becomes 


useful in the laning phase when important in order to set up kills for her teammates 
farming is the most important. and to place enemies in unfavourable situations. 
With this, she aims to put her Of all the crimes 


enemies behind her own team. 


that occurred, hubris 
What would the goddess of revenge was one that was 
be if she did not seek it out from her . intolerable and 
enemies? This paves the way for Nemesis’ 
second ability, Punishment. In a straight 
line, Nemesis may target up to two allies 
to place under her protection. Once hit by 
this ability, her allies will be able to reflect 
damage for a short amount of time. This 
fits in nicely with the fact that if Nemesis’ 
enemies commit a crime by attacking her 
allies, they will receive a proportionate 
amount of punishment right back. 
‘Punishment’ is reminiscent of Nemesis’ current 
third ability, Retribution. As a Guardian, this ability 
would be extended to her allies instead of herself and 
would make for some very interesting situations in 
teamfights where the battle gets immensely intense. 
Adrasteia, a nymph who nurtured Zeus when 
he was young, had connections to Nemesis through 
her name. It was used as an epithet, an adjective, 
to describe Nemesis. Adrasteia meant 
‘inescapable’ and that Nemesis certainly was. \ ~ al 


i 


Her third ability, Inescapable, allows her to became synonymous 


catch up with her enemies. By throwing her 


with Nemesis. As penalty for their 


daggers forward, she deals damage in display of arrogance before her and her 


a straight line and if it hits an enemy allies, enemy gods would face the wrath of 


god, she may teleport behind her Ultimate, Consequence of Hubris. If placed 
them by activating the ability under the effect of it, the strength of the enemy 
again while at the same time, god would be reduced to that of a minion. Fora 


stunning them. The name short amount of time, the enemy god can only 


of the ability explains everything for itself, proving deal the same amount of damage dealt by that of a 
that no one can ever be free from receiving their minion. Every stat of the enemy god is untouched 
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except for the Physical/Magical Power. In Nemesis’ 
eyes, this event would teach the gods to be humble 
and make them realize their place in the world. 
From her abilities, Nemesis’ role would be to 
bring down her opponents in order to lift her team 
up. She finds the balance between being an early 
& game god with her Passive and Diminish Fortunes 


“ and a late game god with Punishment and 


Consequence of Hubris. In the early laning 


; phases of the game, Nemesis would aim 
#, to put her opponent behind as much as 
possible with her first ability. Since she is a 
Guardian, her place would most likely be in the 
duo lane with her carry. Look to reduce the enemy 


er oe 


’ carry gold as soon as possible. As mentioned 
“= earlier, buffs play a significant role in the early 
game and utilizing her Passive here may again 
even the playing field. Since she would need to be 
close to the opponent for Fair Game to carry out its 
effects, she should aim to use Inescapable together 
with her Passive. Teleporting would close the gap 
between herself and the enemy for her Passive to 
take effect. At the same time, it gives her allies the 
opportunity to deal as much damage as possible 
while the enemy is stunned. Any enemies looking to 
escape would also have a smaller window to make 
it happen around Nemesis, being inescapable. 
The biggest thing to note is that her kit mainly 
~ focuses on attacking one enemy at a time. Her first, 
third and last ability can all be aimed on only one 
god. This makes her potent in small teamfights 
such as the ones that break out in the laning phase 
between the Guardians and the caries. However, 
her presence may not be felt as strongly in large 
teamfights where the entire team is involved. In 
these cases, Punishment presents itself as her 
most useful ability where she would be able to turn 


teamfights around by having a miniature version 
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of the Shield of the Underworld around her allies 


for a short period. She would also need to look out 
for the large damage dealers in the enemy team. 
Using her Ultimate on them effectively puts them 
out of the battle and gives them the time to overturn 
the fight or flee if the former is not possible. 
Heavy rotation would be a useful trait to have 
while playing with this kit. By going from one 
lane to the other and using Diminish Fortunes, 
Nemesis has the potential to give her entire 
team the slight advantage over their enemies 
as they head into the mid to late game. 
That's all the time we have for God Re- 
Envisioned this time around. For now, let’s 
return to the battlefield to once again show 


these gods the repercussions for their pride! 
By Timothy Tian 
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TYING THE CONNECTIONS: 
AH MUZEN CAB 


Forgotten is a word that describes the god of 
bees really well. He is not played often in the 
game, aside from Iv! Joust, and his mythology 
IS... obscure ... to say the least. But that doesnt 
stop me from trying to find the connection 
between his kit and what little lore there is of 
him! So let's find out what inspired the creation 
of Ah Muzen Cab, the Mayan bee god! 


inding solid information on Ah Muzen Cab 
(AMC) is quite a task, and not surprisingly 
so. The Mayan culture had a very strong oral 
tradition but didn’t write down the myths and 
legends. When the Spanish conquered their lands, 
the stories faded fast. So fast that scholars were 
unable to write all of them down and as a result, 
large parts of Mayan mythology is lost to the ages. 
What can be found about him are his spheres 


of influence and his origin within Mayan creation. 


Those of you who have seen Nevercake’s lore 
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By Jorg van der Velden ~~~ 


video on him know that AMC appeared with the 
other gods and chose to be the god of bees. While 
this is pretty much accurate, it also short sells 
the power and influence AMC had. Honey was a 
very important part of Mayan diet, and a valuable 
trade good. Because of the importance of this 
goopy gold, and how much it sustained Mayan 
culture, AMC was not only responsible for bees, 
but also had creation added to his portfolio. 

This is where the information on AMC becomes 
really sketchy and nearly impossible to find. But 
there are some other notable pieces of information 
that tie into the god of bees but aren't directly part of 
his lore. The most important of these is the types of 
bees, and thus types of honey, that the Mayans kept. 

When we think of bees these days, we think of 
the stinging buggers that produce the standard honey 
we all know. But at those times, Mayans kept a type 
of stinger-less bee that is now extinct. As a result, 


bees were seen as gentle creatures and not the 
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potential of pain of modern day. The honey this family 


of bees produced varied greatly between species, with 


some variants being toxic or hallucinogenic. The latter 
ones were probably used during religious rituals, possibly 
further reinforcing AMC’s position within the pantheon. 

It’s about time we took a look at his actual kit and 


how it ties into this spotty bit of lore that we found! 
BEES! (PASSIVE) 


There's not a whole lot to explain about this ability: 
AMC is the god of bees, so he summons bees to attack 
his opponents. However, it is not as lore and historically 
accurate as you might initially think. Considering the 
stinger-less bees that the Mayans kept, It is quite 
inaccurate that this ability deals damage. These bees 
had no way to fight back, so it makes little sense 
that this ability does in that light. The disarm Is mostly 
a game mechanic tacked onto AMC to make him more 
viable, though a [weak] case could be made that stings on 
the hands make it impossible to wield a weapon due to 
the pain and swelling. However, still the wrong type of 


bees, even if you want to accept this justification. 
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HIVE 


This is probably the single most lore 
accurate ability in AMC’s kit when looking at 
it disconnected from the rest. It’s a strong 
reference to his influence over beekeeping and 
the movement speed buff, the attack speed buff 
and healing tie well into the invigorating aspect of 
creation and the role honey had in Mayan society. 
However, when you take into account that it also 
activates the damage aspect of Honey, it quickly 
becomes less accurate due to the reference 


to the wrong type of bees living in the hives. 
SWARM 


If you've read through the last couple of 
paragraphs you ll know that this ability is very 
historically inaccurate, so | won't continue harping 
on that. However, even if you look at it through 
the interpretation of modern bees it’s still quite 
inaccurate. Naturally occurring bees do not 
attack in large swarms without provocation, and 
this ability is arguably that as it can be activated 
without the enemy attacking you beforehand. | 
specified ‘naturally occurring’ because there is a 
type of bee that does attack without provocation: 
the africanized bee, which is better known as 
the killer bee. This type of bee is the result of 
crossbreeding various types of bees from Africa 


and Europe, and thus not naturally occurring. 
HONEY 


It's honey, and honey’s sticky right? Stated 
simply like that, this ability is ‘lore’ accurate 


in the fact that honey just is the way it is and 


| 
| 
| 
N 
the god of bees summoning it makes sense. ‘ 
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The fact that it’s bound to the area where 
the honey was created also makes sense, as 
walking out of the area would quickly dirty 
the honey and remove it’s stickiness as It 
gets covered with dirt and filth (disregarding 
clearly floating god{desse]s like Ra or Soll. 
The damaging aspect both makes 
sense and not, depending on which ability 
‘activates’ it. When activated by Swarm, 
it's about as accurate as both the Passive 
Bees! and Swarm on their own. However, 
when triggered by Hives, it quickly becomes 
more biologically accurate. While analyzing 
Swarm, | stated that bees don’t attack unless 
provoked. Coming close to their home, and 
residence of their queen, is a valid provocation 
for bees to defend their home and attack 
those close. That they’re limited to the area 
of honey itself is clearly a game-y mechanic, 
but conceptually it stands somewhat sound. 
However, this is completely disregarding the 
fact of the Mayans keeping a stinger-less family 
of bees, making it historically, and thus lore, 


inaccurate like the other damaging abilities. 


STINGER 


| think you can guess what makes this 
ability inaccurate, so I'll stop repeating myself! 
However, there are two interesting mechanics 
tied to Stinger that, when looking at them 
from the perspective of modern bees, are an 
excellent representation. First the cripple, 
which is the least interesting of the two. Anyone 
who was ever stung by a bee knows how badly 
it can swell, and how badly it can impair you. 
The cripple mechanic in SMITE is essentially 


that: an impairment. The fact that the cripple 
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ends when the stinger comes off is a very subtle 


reference to the fact that the stinger needs to be 
removed before a sting can properly start healing. 
The more interesting mechanic Is the possibility 
to reduce the cooldown significantly by recovering the 
stinger from where it fell. For those of you who are 
unaware: an individual bee can only sting something 
once in its life, as the stinger is tied to a number of 
organs that get pulled out as the stinger stays in 
the ‘stingee’, leading to a quick death afterwards. 
Not picking up the stinger ‘hurts’ you in the fact 
that you have a longer cooldown and have to wait 
for that extra bit of CC (crowd control) and burst 
damage longer. This subtle reference to the hard 
biology of bees has to be one of my favorites, simply 


because of its ingenious integration into the game. 


CLASS: HUNTER 


Considering the modern viewpoint of bees, 
the class choice of Hunter makes sense. Not only 


are shooting stingers a staple of fantasy and pop 
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culture, physical damage at range is also fairly 
accurate if you consider the hive the ‘source’ and 
a bee stinging something the ‘attack at range’. 
However, the Mayans held a much gentler view of 
bees and Ah Muzen Cab was also a god of creation 
next to being the god of bees. Looking at it from this 
angle, a healing Mage or Support along the lines of 
Aphrodite or Sylvanus would be more lore accurate. 
AMC is not one of the most lore accurate 
depictions of a god in the game, but considering how 
little there’s availble on him | can imagine the design 
team latching on the bee theme above everything 
else. Also, the amount of research | had to do and 
the amount of information | found are completely 
disproportionate, further reinforcing the design 
team’s choice for the focal point of AMC’s design. 
So overall, while the design is very inaccurate, | 
approve of the chosen path because of the many 


subtleties and references hidden in his kit.. 


By Jorg van der Velden 
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By Devon Boyette ~~~ 
n ancient Shinto mythology, Ame-no-Uzume- and drink, she’s the guardian and custodian of 
| no-mikoto, or Uzume, has alternately been art, entertainment, and Japanese culture. 
called the Daughter of Heaven, Shining Flower, Aside from bringing Amaterasu’s light back 
and Heaven's Forthright Female. As you can guess into the world, Uzume was chosen among all of the 
from the title, she was also called the Heavenly kami or ‘gods’ of Heaven and Earth to protect Ninigi, 
Alarming Female... and the Fearless One. With Amaterasu’s grandson and ambassador to Earth, 
Amaterasu’s release, her story has been touched on his trip. Not a fierce god of war, a violent god of 
on, but there’s much more to the Great Persuader storms, or the renowned Japanese lord of thunder, 
than the time she saved everyone ever by cheering but this fearless dancer. And when a giant, imposing 
up the sun and bringing Amaterasu’s light and figure appeared to block Ninigi’s way, she went forth 
life back to the world. And in addition to her role to confront him, and in the face of immense, godlike 
as the festive, mirthful goddess of joy, marriage, power, found only respect and welcome. This entity 


turned out to be Sarutahiko, leader of the earthly 
kami, a powerful deity himself and future husband 
to Uzume, who greatly impressed him that day. 
With a love of the drink and the dance, as 
well, Uzume represents unbridled merriment and 
celebration. Her revelry was enough to bring out 
Amaterasu herself, curious as to the nature of the 
fierce party going on just outside her cave, and 
Uzume did this by bringing everyone together and 
causing genuine laughter and joy among them, 
while they were otherwise depressed by the loss 
of the sun. This legendary and unstoppable good 
humor actually led to the creation of Japanese ritual 
dances, in particular the Kagura, a broad variety of 
sacred dances to celebrate the dead, protect and 
bless crops for spring, or commemorate weddings 
and holy rites. And through this, Uzume proved that 


there is something to the healing nature of laughter 


and happiness alone. And that a strong drink helps. 


Cnn 
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Icon 


Name 


Type 


Endless Mirth 


High Kick 


Great Persuasion 


ally a percentage-based crowd control 

Passive reduction when they're hit with heavy CC. 
This ability is on a moderate cooldown, but 
wont hit Uzume herself if an ally is near. 

Ability 1 legs, Ame-no-Uzume kicks out and deals 
damage in an area in front of her, while 
knocking back all affected enemies. 

Ability 2 and gains a moderate burst of health and a small, 
periodic heal over time. This ability can be targeted 
to affect up to one ally as well as Uzume herself. 

Ability 3 leg, Uzume taunts everything in a targeted 
circle at range, from gods to minions to jungle 
| objectives and even structures, like towers. 


Description 


Uzume occasionally grants a nearby 


Using her strong, vigorous dancer's 


Uzume throws back a drink to her health, 


Casting a sly wink and flashing a bit of 


Channeling her ultimate, Uzume 


Kagura Ritual 
| (44 enters a dance and targets either an ally 
F | | Ultimate or enemy. The target is then buffed or 
debuffed for the duration, then healed or 
ass) hurt respectively once the ability ends. 


Between her self-control and the control she 
exerts over others, Uzume already has a solid 
stable of abilities to bring to the fold. On top of 
that, her nurturing and dauntless nature leaves 
us with a tough, reliable defender interested in 
helping her teammates out wherever possible, 
with a warm and inviting smile. This means we 
have the perfect Guardian on our hands, ready to 
hit duo lane and make life hard on her enemies. 

To begin with, Ame-no- 
Uzume is first and foremost an 
uncompromising goddess, always 


ready to take a hit, to do her duty, 


no matter what. She’s never 
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been afraid, and | doubt she plans to start anytime 
soon, Hades notwithstanding. However, she takes 
a backseat to the other kami of the Shinto myths, 
and does so willingly; this means she'll have trouble 
operating alone, and her kit will reflect this. Uzume 
will be a capable and competent tank in Smite, 
but will absolutely shine when paired with another 
god or goddess, and with the right combination, 
she'll help them burn brighter than the sun. 

To keep ahead of the game, 
Uzume tries to stay positive 
and almost always succeeds 


at it. This gives her the edge in 


taking and holding control of 
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her enemies and allies, whether this is talking an 
ancient fire demon out of its mindless slaughter, 
or convincing the sun to come back to the sky. And 
in lane, this means Uzume has the edge when 

it comes to crowd control. Her passive, Endless 
Mirth, reflects her ability to keep herself and her 
allies going. When a nearby ally is hit with hard CC, 
Uzume will automatically reduce the duration by a 
hefty percent, and Mirth will go on a short cooldown 
in the meantime. And as if that weren't enough, 
this can affect Ame-no-Uzume herself, but won't 
take place while an ally is in range--just in case. 
This will make her a pleasure to be around, either 
in person or in lane. Now, on to her abilities. 

First and foremost, Uzume's 
strength is in her dancing, but 
unlike some other dancing 
goddess who shall not be named, 


she doesn't prance about lightly 


from place to place, she dances 

like she means It. And all this dancing has turned her 
shapely gams into iron-forged columns of doom. A 
simple kick from one of these will drive her enemies 
back and deal solid damage to everyone she hits, 
perhaps teaching them a little respect along the 
way. It’s not meant as an attack, though it can help 
her fight and clear, but it’s more of a deterrent, 
and gives Uzume and possibly her allies a little 
breathing room in otherwise dangerous situations. 

Once the enemy has been 
handled up ona little, Uzume 
might be left feeling a bit under 


the weather. Calling on her 


revelrous nature and ability 

to bounce back, Uzume finds 
herself with a little sake on hand at all times, for 
those occasions that call for it, such as anytime, or 


when she thinks about it. On these occasions, she 
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can toss back a cup and let the warmth overtake 
her and rekindle her spirit, recovering some health 
at once to top off, and healing a bit more over time 
afterwards. In the nature of posing a toast, Uzume 
can also raise her glass to a companion and heal 
them up as well, to share the love. After all, it’s what 
she does best. This will help her sustain in lane, 
provide her with some measure of support beyond 
her CC, and of course, let her get her drunk on. 

Now, when we start to get 
serious, you begin to see why 
Ame-no-Uzume is considered 
to be so alarming, at least to 


Heaven. Using the famous 


wiles that won over the chief 

o-kami of the Earth, Sarutahiko himself, Uzume 
flashes a little leg and shows a little charm, and 
hits targets in a small circle with a directed taunt 
effect, with the duration scaling by rank. Why targets, 
and not gods? Well, specifically, Uzume can taunt 
anything that can target her, including minions and 
gods--but also towers, and even jungle objectives. 
This control, the ‘Great Persuasion’ the ability is 
named after, grants Uzume an unparalleled level 
of battlefield presence across any field of play, even 
when enemy gods aren't involved at all. And who's 
to say she won't get another proposal right there 
on the battlefield? Aside from Sarutahiko, that Is. 

And now for the big guns. No, not those, this 
game is kid-friendly. | refer to her ultimate, of course, 
the Kagura dance she famously spawned with her 
antics--or should | say two of them. On targeting an 
ally in range, Uzume will begin to channel her dance, 
and tether herself to them. For the duration, the 
god becomes CC-immune and gains a boost to their 


movement speed, and when the channel finally ends, 


they are healed. Alternately, when targeting an enemy, 


Uzume will channel an entirely different dance, one 
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much more sinister. The enemy will instead become 

slowed, and will suffer increased crowd control during 

the time, and will take a burst of damage at the end; 

her poor victim will also take a scaling percentage 

of her own damage. Uzume is somewhat vulnerable 

during this time, but the dance cannot be interrupted 

unless she so decides, and it’s worth noting that once 

tethered, there is no maximum range on the ultimate. 
Ame-no-Uzume brings a lot of lane control 

and presence to the game, in and out of teamfights, 

but she shines when she specifically doesn't, and 

instead gives an ally the limelight. Working as a 

babysitter and playmaker suits her, allowing her 

to nurse a carry to late game and then coat them 

in loving, golden confidence in times of duress. 

While she’s mostly centered around minimal 

engagements, by creating or preventing opportunities 

for trading, her ultimate changes gears, and fixes 

her in place to make sure something happens, 

for better or worse. In exchange for sitting out on 

major fights, she brings a huge buff to an ally, or 

absolutely cripples an enemy; with the right ally, or 

the right enemy, this can make all the difference. 
Beyond her ult, Uzume offers solid pick and 


play potential, with a ranged taunt useful for 
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opening doors, or peeling for her allies. The ability 


to use this taunt on towers and objectives Is also 

a small, but vital addition; managing dangerous 

aggro without wasting time can save lives and make 

diving or jockeying for Fire Giant a breeze, at any 

stage of the game. Her normally weak clear can be 

supplemented with her taunt and heal to maximize 

her impact on minion waves, as well, though her 

impact is lessened without the contribution her 

ult brings, or the ability to work with teammates. 

Needless to say, this is where she’s at her best. 
She may not be Susano-o, but Uzume fills 

a niche for her team and provides a unique way 

to help one person succeed at greatness--or be 

dragged into oblivion, in the case of a luckless 

enemy. She was a great diplomat, immense dancer, 

and legendary seductress, and always held her 

own above and beyond what her fellow gods and 

goddesses demanded of her, and that holds true 

today, on the fields of battle, where, with just a 

little luck, you can be the star that Uzume hoists 


on her elegant shoulders and carries to victory. 


Article by Devon Boyette 
Artwork by Michele Trocchia 
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UNDERRATED GODS 


By Devon Boyette 


MITE is a big battlefield, with plenty of 

S... and that means a multitude of gods 
throwing their weight around in the arenas of battle. 
With the total number of gods now clocking in at 
higher than ever before, and steadily growing, not 
to mention the addition of a whole new pantheon, 
this means there's a constant jockeying for 
position going on behind the scenes as individuals 
crowd each other out for time in the spotlight. 

To many, It’s just a large and varied number of tier 
lists and a mix of personal feelings and observations, 
accompanied by statements on the meta from patch 
notes, professional players and casters, and even 
the adoring fans on Reddit, Twitter, and beyond, the 
metaphorical soldiers in the trenches of the war 


that is SMITE. To me, | like to see it as a crowded 
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room with gods and goddesses elbowing each other 
out of the way, cheating and looking smug over 
patch notes as they get buffed back to the top. And 
there's room to take the throne in other modes, too, 
as many gods shine brighter in Siege or Arena. 

But what about the ones that people always 
put to the back? The seemingly ‘last-picked’ gods, 
often overlooked for normal or competitive play, 
like nerds at the back of the line for dodgeball. Well, 
SMITE’s an interesting playground, and it’s true that 
not every god can always be relevant to the meta, 
and that there can truly be only one top spot and 
one definitive order behind it. But does this mean 
these gods are no longer viable? Of course not. In 
fact, they can be much more fun and interesting... 


and if you play them well, surprisingly strong. 
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First up on my hit-list of heroes and 
heroines is Nox, a personal favorite of 
mine. It’s true that her worth is starting 
to be recognized across the Ranked and 
professional scene, but her tragic state on 
release has tainted perceptions about her 
ever since, where she was Ravana before 
it became popular to be underpowered, 
and was the first god to be reworked for 
being too weak. Since then, she’s gone 
through a string of buffs and rebuffs, nerfs, 
and the aforementioned full rework, and 
has come out since then as the queen 
of feast or famine. Unfortunately, many 
players are wary of approaching her, as 
she still stands as something of a high- 
maintenance hottie, a demanding Little 


minx that takes skill and luck, but shines 


darker than black when you nail her combo. 


Nox is already seen as a solid pick for 
support, with one of the greatest escapes 
in the game and a kit that combines great 
harassment with the slim potential for 
a high damage pick. Her main problem 
elsewhere Is clear, and a little tweaking-- 
like taking Soul Stone to lane or building 
an early Power Pot--can really help her 
shine, and a jungler sticking mid to ‘help 
clear’ is a great way to pass the early 
laning phase easily enough. From mid 
to late, Nox excels in team compositions 
that can take a weak, silenced, stilled 
enemy and destroy them. And anyone 
known for burning Beads often, like 


Athena or Ne Zha, will make a great ally. 
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and what he lacks in vital one on one damage, he 


makes up for in area slows, zoning, and poke. 

Once you get past his mana trouble, easy enough 
in solo and even easier after getting his passive 
down, Chaac becomes an axe-spewing monster. 
With or without the Slaughterhouse skin, you ll 
find yourself soaked in the blood of enemies who 
underestimated you. Unfortunately, he becomes 
relegated to a roaming ult-bot after a certain point 
of the game, but this still makes him an asset. He 
CHAAC starts cranking out most of his damage from basics, 
leaving his axe for utility, and is no Ares or Bellona 


Chaac Is ina strong place, in certain respects. He — in truth, but he’s a useful dial for any teamfight 


has a very respectable early game and sustain that’s 
hard to match, let alone beat, but he has problems 
in the late-game. His main strengths include his 
massive area silence and the versatility of his kit in 
skilled hands, but you can’t mention these without 
bringing up his early axe damage, occasional free 


Spell, and incredible sticking power. What he lacks In 


over Gold Fury or Fire Giant, turning the knob back 
in your team’s favor, and jockeying for Phoenix 


is always easier with a Chaac on your team. 


ARACHNE 


Similar in some respects to how Ravana was 


tower destruction he makes up for in minion erasure, — fora while, Arachne is a less-than-stellar pick right 
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now, and you can find out why if you ask any long- laning safer than the basement of a safe store, and 
suffering main, with most of what she does bring of course, his famous unkillable ult. Even a single 

to a fight brought better by others, if not in quite crit item can turn him into a threat, and the buffs to 
the same packaging. Her skills are also a little Malice oh-so-long ago have only made this more true. 


outdated, and any polish brought about to them will 


be welcome, to all but her victims. On the other hand, 

Arachne is a menace in the right hands, and many 

a game has been thrown to a Diamond Arachne 

in an unconventional lane. Because yes, she 

does work support, as | can attest myself. 
Beyond her upsides, including damage 

that is both quick and immense, a 

sickeningly effective ability to stick to a 

target, and great safety in or out of lane 

with her webs, Arachne also bears the 

Seal of | Don’t Understand, which affects 

enemies who haven't had to play against 

her for some time, and have no idea what 

to expect from her. Her ability to catch 

out, isolate, and eliminate a single enemy 

target makes her a contender in the jungle, but 

she can rock solo if you're lucky, and makes a great 


tanky duelist and a surprisingly good split pusher. 
VAMANA 


Like Chaac, Vamana’s a warrior on 
the outs, partly due to changes in 
the game, and partly due . 
to being overshadowed by 
all these young, hot-blooded 
newbies. His worth lost the last shreds of worth 
with the Sprint nerf, which took out his main ability 
to ult and stay relevant in fights and chases. Or, 
so it would seem. Fortunately, like when he 
turns from Little Baby to Big Baby, Vamana’s 
not that easy to write off. He still has a 


useful kit that not many players know about, 
The Official SMITE Magazine Issue #21 The GameOn Magazine 


THEORY 


So what can today’s Vamana on the go do to 
stay on top? Well, there’s not much more you can 
do against your counters, or young kids like Bellona 
and Ravana always loitering In front of your house 
and playing their music too loud. But there’s not 
much more they can do against you. Vamana has 
poke with the best, can still clear like Wukong on 
a very tanky build, and doesn’t suffer from mana 
issues like Herc or Chaac. And he'll always be hard 
to hang in the ring with when he pops his ult, during 
which time there’s not much any of the best solo 


laners can do against him. Bigger is better, after all. 
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NEMESIS 


Last but not least, Nemesis, one of my favorite 
gods in SMITE and once upon a time, the most 
broken thing in the game. She was a strong jungler 
and Assassin in the last meta, and still carries a 
lot of the same weight, but the nerf to Hand of the 
Gods hit her maybe the hardest of all; now she’s 
a mid- and late-game goddess who has a hard 
time making it there or staying ahead when she 
gets there. However, she still has a powerful kit, 

a great ultimate, the best dash in the game, and 


even solid animation cancelling. Is she out of the 
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meta? Yes. Is she going to have some trouble ina 
lot of games? Yes. But is she still strong? Hella. 
Nemesis has, among other things, the best 
shield in the game, a fine double dash Xing Tian 
totally tried to copy, and an ultimate that says more 
than any other, “| hope you in particular have a bad 
day.” Against a single enemy, a Nemesis gank can 
turn into a very short and futile chase, and she 
doesn't even need Frostbound to do it. She can 
also turn any tanky enemy--a staple in the current 
meta--into a slower and much weaker and also 
injured version of themselves. And to do this, you 


can almost build her with anything. She works 


The Official SMITE Magazine Issue #21 


well with flat pen and damage, attack speed with 
or without crit, solid tankiness, or any mix of the 
above, as long as you cater to your enemies. 

So what have we learned about underrated 
picks? As an enemy, | hope you've learned not to 
underestimate them. And as a potential player, | 
hope you ll maybe give them a shot. But, if you've 
been here the whole time and we're only just 
now catching up to you, then congratulations, 
you ve learned to look past the book's cover, and 


read all about how to crush your enemies. 


By Devon Boyette 
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TYING THE CONNECTIONS: 
SYLVANUS 


believe historians and how much is recorded about 


In Tying the Connections we take a deeper look 
into a god's kit and try to find the origins of the 
abilities in their lore. This month were taking a 
look the the ultimate tree-hugging hippie in any 
of the pantheons: Sylvanus, Keeper of the Wild! 


he history of the Roman empire is steeped 
Ti bloodshed and debauchery, giving the 
ancient Romans a, somewhat deserved, reputation 
of warmongering sinners obsessed with hedonism 
and power. But this represents just the upper echelon 
of ancient Rome, the wealthy and powerful that are 


the most interesting to write about (if you have to 
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By Jorg van der Velden ~~~ 


the ancient ‘1%-ers’]. However there is a gentler, 
more natural part of the Roman empire, and Sylvanus 
is one of the deities that represents this aspect best. 
Sylvanus Is the protector deity of the wilds, 
but that is not where his influence starts and 
ends. Farmlands and pastures used to border to 
the forests that make up “the wilds” in ancient 
times, so it makes sense to extend Sylvanus’ 
portfolio to the borders of those farmlands and 
the crops and cattle that grow and live there. 
The most defining aspect of Sylvanus’ personality 


in mythology is his gentleness, represented in 
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THEORY 


his physical appearance being that of a kindly is an important aspect of this deity. In ancient 
old man. He also carries around a cypress tree, Rome, romantic love between men and boys wasn’t 
something that didn't make it into the game but something bad, and Sylvanus had a boy he loved: 
Cyparissus. Cyparissus’ best friend and companion 
was a deer, and the two were inseparable. Until 
Sylvanus killed Cyparissus’ deer on accident that 
is. Completely heartbroken Cyparissus died of 
4 grief and joined his friend. Sylvanus couldn't 
bear losing his love and out of grief and 
guilt he turned Cyparissus into a cyprus tree. 
= It’s this very tree that Sylvanus carries around. 
: \ \ That brings us to Grover, the 
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the game but isn’t mentioned 


’_ treant Sylvanus rides upon in 
f 


th xX in mythology. | believe 


this is a reference to 


J 
Pa 


both Sylvanus’ love for 
wild growing trees and 
the fact that sentient 
trees are a part of Greek 
(and by extension Roman] 


mythology. It makes sense 
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that the Keeper of the Wilds has a companion 

tightly tied to the wilds he presides over, 

and those ties don't get stronger than 

the actual trees that define the wilds. 
Without further ado, let’s 


take a look at Sylvanus kit! 


NATURE’S PROTECTION 


Knowing of Sylvanus’ love of trees 
growing wild, it isn't hard to link the effects 
of this passive to that love. The actual trigger 
mechanic, being hit by basic attacks, requires a 
little bit more effort to link to his personality and 
portfolio. However, it isn't too much of a stretch 
of the imagination to think that it represents 
his protective role and nature, delaying those 
who attack the wilds that are represented by 
Grover in the game. The name of this passive 
also alludes to this track of thought, reinforcing 
not only the function of this passive but also 


Sylvanus’ role in the game being Guardian. 
The Official SMITE Magazine Issue #21 
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VERDANT GROWTH 


Just the name of this ability alone is almost 
synonymous with Sylvanus, meaning luscious and 
green growth of plants and grasses. It also ties 
well into both mechanics of this ability: rooting 
enemies and providing mana regeneration for 
allies. The ‘aggressive’ part of rooting enemies 
ties to the growing aspect of Sylvanus, similar 
to Nature’s Protection. The mana regeneration 
ties not only into the growing aspect, but also the 
mental effects of being in the calm environment 
of luscious fields and forests. Mana represents 
mental energy or the force of one’s will, and 
being surrounded by nothing but nature in its 


prime refreshes and invigorates that energy. 


WISPS 


Wisps, or more commonly known as Will-o’-the- 
wisps, are most commonly seen as fairies or nature 
Spirits in mainland European folklore and mythology, 
though some see them as the spirits of the dead. 
However, Sylvanus being a god of nature, it’s pretty 
clear that in this case the wisps are nature spirits. 
While not directly alluded to in his lore, like Grover, 
the link between wisps and Sylvanus is no stretch of 
the imagination. Even the fickle nature of these spirits 
is well represented in this ability, both helping allies 
and harming enemies at the same time. The healing 
ties back into the growth aspect of nature and the 
restorative effects of plants, trees and herbs, and the 


damage ties into the poisonous plants and fungi. 


NATURE’S GRASP 


Have you discovered a pattern yet? Because every 


single one of Sylvanus abilities is a representation 
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of growth in one way or another, and Nature’s Grasp 
is no exception. However, the direct ties to Sylvanus 
himself are weaker. In its essence, Nature's Grasp 

is arepresentation of the entangling effects of wildly 
growing roots, tying someone down or slowing 

them down considerably. On the other hand, the 
controlled and directed nature of the ability runs 
counter to the wild and uncontrolled growth Sylvanus 
loves so much. You could make a case that this is 

a representation of the pastures and farmland that 
are part of his portfolio, controlled environments 

by definition, but with the clear focus of Sylvanus’ 
entire kit on wild forests this is stretching the limits 
of credibility. This leads me to believe that this ability 
is mostly a game mechanic aimed at rounding out 


his kit than a direct reference to the god or the lore. 


WRATH OF TERRA 


Like Nature's Grasp, Wrath of Terra ties to 
Sylvanus only in it’s growth aspect. Both the name and 
the effects feel too aggressive to fit with Sylvanus, who 
is a protective and gentle god. But looking at it from a 
character development standpoint, it rounds out the 
role and function of Sylvanus in the game perfectly, 


fitting him in snugly with the other Guardians. 


Overall, Sylvanus represents his lore relatively 
well. While there are a couple of different 
approaches possible to fill in his function as a 
Guardian and remain a little more true to his lore, 
the current abilities and game design choices 
that deviate from the lore fit in really smoothly 
with the rest of the cast, making them not only 


understandable, but desirable as well. 


By Jorg van der Velden 
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SMITE WORLD 
CHAMPIONSHIP SUMMARY 


By Zachary McFarland ~~~ 


The SMITE World Championship took place from 
January 7th-10th 2016. The SWC was a major event, 
including the World competitions of SMITE on both 
the PC and Xbox platforms, with a cosplay contest, 
and many other fun parts. The SWC Is sometimes 
known as ‘SMITEcon” because of all the things 
to do. This article covers the PC Season 2 World 


Championship tournament. Each set is given a short 


summary. The brackets for the tournament are below. 


THURSDAY DAY 1: PLACEMENT ROUND 


On the first day, eight teams played 2, best 
of 1, sets to determine placement in the next 
round of the tournament. The two teams that 


lost twice were eliminated and the remaining 6 
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moved on. Teams that lost their first game but 
won their second faced a team given a bye. Teams 
that won both of their games face the teams that 
won their first game but lost the second. The two 
teams that did not play in the placement round 
were the North American and European first 


seeds, Cloud 9 G2A and Paradigm, respectively. 


Set 1: Isurus Gaming (Latin America) 
vs Epsilon Gaming (Europe) 

This game was the first matchup at SWC. 
Epsilon, while the second seeded European team, 
are seen as one of the best teams in the world. 
Epsilon showed it this game, not dropping a single 


kill or tower and just steamrolling through Isurus. 
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Set 2: paiN Gaming (Brazil) vs OMG B (China) 
Both of these regions are known to focus on team 


fighting and this game showed it. Pain drafted a tank- 


heavy composition while OMG picked two Assassins. OMG 
tried a unique strategy of moving their support to the Solo 
lane while the original Solo laner roamed the map. This 
actually benefited Pain because it let their star player 
Stalk3r get free farm. Pain continued to win team fights 
until they won the game, securing themselves a top 8 


placement and sending OMG to an elimination match. 


Set 3: Avant Garde (Oceania) vs 
Enemy Esports (North America) 

The third game at worlds, AG vs NME was predicted 
as the closest and most exciting matchup of the first 
round. Avant was viewed as the best international team 
while Enemy was considered the weakest of the SPL 
teams. This games was likely to be spelled out by the 
junglers: Avant’s Rowe vs Enemy's Adjust. The game 
started with an Avant gank that actually ended in a 3-1 
kill advantage for Enemy. Adjust’s Hun Batz carried the 
early game with his ults and allowed SaltMachine to 
carry the rest of the game as Bellona. Enemy advanced 


while Avant Garde was relegated to the loser’s brackets. 
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Set 4: Qiao Gu Reapers (China) vs Fnatic (Europe) 
The final game of the first placement round 
was between wildcard Fnatic and Chinese Team QG 
Reapers. Both teams are returning rosters from the 

last SWC. QG's Night is perhaps the most famous 
Chinese player, known for playing Anubis and doing 
well against European and North American teams. 
QG drafted an early-game focused composition 
while Fnatic picked a characteristically European 
late game and team fight lineup. The game started 
bloody with kills in the duo lane for both teams. 

As the game went on, Fnatic gained a greater 


advantage and won the game, forcing the Reapers 


to fight Avant Garde for their tournament lives. 
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Set 5: Epsilon Esports (Europe) 
vs paiN Gaming (Brazil) 

This game consisted of winners from previous 
games. Both teams advanced to the next round. 
The winning team from this game faces the 
losing team of Set 6 and vice versa. This game 
was the first competitive appearance of Chiron, 
played by the Brazilian hunter. The game was 
slow, 1 kill per team till the 18 minute mark. At 
around 23 minutes in Epsilon, in classic Epsilon 
fashion, won the first real team fight and it 


allowed them to snowball the rest of the game. 


Set 6: Enemy Esports (North 
America) vs Fnatic (Europe) 

This game was between the winners of sets 3 
and 4. Both teams played in the quarter finals and 
this game determined who would face Epsilon and 
who would have to fight paiN. A classic NA versus 
EU matchup. Enemy wanted to prove that their 
Super Regionals performance was not a fluke and 
Fnatic wanted to place better than the fourth place 
they achieved last year and at the SMITE Launch 
Tournament. The game was very close, but Khaos 
had the play of the day, picking up teleport on 
Zhong Kui, sneaking into a fire giant fight, picking 
himself up a double kill and opening up the game 
for NME. Enemy defeated Fnatic and sent the 


Europeans to face their scrim partners, Epsilon. 


Set 7: OMG B (China) vs Isurus 
Gaming (Latin America) 

This was the first game where a team was 
eliminated from the tournament as neither team 
performed very well earlier in the day. OMG relied 
on their hunter, Luo, to carry whereas Isurus relied 
on the late game prowess of Onur’s Mercury. OMG 


continued to build a lead until they just won the 
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game, keeping themselves active 
in the tournament and causing 


Isurus to be eliminated. 


Set 8: Avant Garde 
(Oceania) vs Qiao Gu 
Reapers (China) 

This matchup was the 
final game in the first day of 
the SWC. Both teams got pretty 
stomped by Western teams in their 
first games. Just like their last game, 
QG played an aggressive early-focused 
team against a more late game oriented one. 
This time they managed to catch an early 
lead and snowball. The Reapers went on 
to play in the quarterfinals like their fellow 
Chinese players OMG, and eliminated Avant 
Garde from the SMITE World Championship. 


FRIDAY DAY 2: QUARTERFINALS 


This day was the first day of the 
elimination bracket portion of the 
tournament. A team was eliminated every 


match. Each matchup was a best of 3 set. 


| 
N 
Set 1: Paradigm (Europe) 
N 
vs OMG B (China) 
N 
This set was the first of the day. 
N 
Paradigm was the first seeded European 
i P \ 
team coming into the event and thus 
. \ 
got a bye to the quarter finals. OMG B 
N 
lost their first game and now had to 
. . N 
fight such a strong opponent. OMG still 
N 
focused on the early game, but drafted 
N 
with more late game focus than they 
N 

did the previous day. Paradigm seemed 4 
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a little shaky at the start, but then won two 


games, bringing themselves to the semifinals. 


Set 2: Enemy Esports (North 
America) vs paiN gaming (Brazil) 

Enemy Esports had quite the story going from 
the fifth best North American team to competing 
at worlds. Their quarter finals opponents were 
the Brazilian powerhouse, paiN gaming. The 
matchup of paiN and Pain(deviande, NME Support 
and captain - Ed.). Enemy had been described as 
perhaps the smartest team at SWC because they 
had the best pick and ban phases of all teams. 
Paindeviande and company proved it this set, 
coming onto the battlefield with much better god 
lineups than the opposition and quickly winning the 
set in back-to-back stomps. Brazil fell and Enemy 


went on to face Paradigm for a spot in the finals. 


Set 3: Cloud 9 G2A (North America] 
vs Qiao Gu Reapers (China) 

This was another set between a victor from the 
Super Regionals and a Chinese team. Four of the 
five members of Cloud9 won the last SMITE World 
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Championships under the Cognitive tag. They fought 
against another returning roster, QG Reapers, then 
known as Doge is Dog. Like every other match China 
played in, they drafted compositions focused around 
the first couple minutes. QG started the set with 
cross-map Invades that ended with nothing but kills 
on the side of C9. The defending champs did not slow 


down and dominated their way to an easy 2-0 victory. 


Set 4: Epsilon Esports (Europe) vs Fnatic (Europe) 
Few people expected that these strong European 
teams would face each other in the quarter finals. 
As scrim partners, these teams have fought each 
other multiple times in the past. Both teams know 
each other so well and have developed a “mini- 
meta” between the two of them. Fnatic was the 
only team to defeat Epsilon in the 10 week-long 
SPL Fall split. There were many target bans this 
set, which allowed both teams to play more of the 
overpowered or unique gods than would normally 
be featured. This set consisted of a slow first 
game into a Mercury and Janus snowballing the 
second. The matchup ended up 2-0 in Epsilon’s 


favor and sent them to face C9 in the semifinals. 
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SATURDAY DAY 3: SEMIFINALS 


The winners from Friday fought each other 
in best of 5 sets. Only European and North 
American teams remained. The first seed from 


each region fought the second from the other. 


Set 1: Paradigm (Europe) vs 
Enemy Esports (North America) 

The core of Paradigm won the launch 
tournament and came into the SWC as the first 
seed. Their opponent was the North American 
dark horse, Enemy Esports. Enemy had a great 
draft phase and won their previous games just 
from their picks and bans. In contrast, Paradigm 
are known to have very deep god pools and win 
with unconventional gods. Enemy's superior lineup 
carried them to victory in the first game. Pain and 


company got a similar team composition in the 
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second game and won that too. In the third game, 
Paradigm focus banned PainDeViande, forcing 
him into a lower tiered character and extending 
the series. The following game, Enemy drafted a 
better late-game teamfight-oriented composition 


and advanced to the finals, winning the set 3-1. 


Set 2: Cloud 9 G2A (North America) 
vs Epsilon Esports (Europe) 

This matchup was what many people wanted 
as the final series to cap off the second season of 
SMITE. This set was to determine whose team was 
better and who would go to the finals to face off 
against Enemy: the returning champions in Cloud 
9, or the European super team, Epsilon. Both teams 
are known for their next-level drafting phases. The 
first game started off with an early explosive 4-0 
exchange in the favor of Epsilon. However, Cloud 


9 managed to come back and take the victory. 
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Epsilon managed to come back and secure a 
resounding victory in game 2 to tie the series. 
This was followed up by Cloud 9 winning with 
a Hunter and Guardian composition. The 
fourth game consisted of Epsilon snowballing 
to keep their tournament hopes alive, tying 
the set again. This was the first set to reach 
the maximum number of games. In this 
case, it was five. In the final game, both 
teams ran double hunter compositions. 
Epsilon won the set 3-2, advancing to the 
finals on Sunday and preventing back- 


to-back victories from the C9 squad. 


SUNDAY DAY 4: FINALS 


Sunday was the last day of the SWC 


and it only contained one, best of 5, set. 


Enemy Esports (North America) 
vs Epsilon Esports (Europe) 

The Enemy Esports roster was put 
together at the start of the Fall Split. Few 
people expected them to make it to worlds, 
much less the world finals. The other team 
was Epsilon Esports, a team that also 
entered the pro league late into the season. 
Epsilon came out strong, running a clinic 
and scoring the first victory. The next two 
games were closer and longer with both 
teams drafting similarly in each game. 
Enemy fought long and hard, but were 
unable to take even one victory off of Epsilon. 
The star studded roster of Epsilon Esports 
won the SMITE World Championships and 


became the SMITE Season 2 champions. 
By Zachary McFarland 
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INTERVIEW WITH ZIMPSTAR 


H ello everyone, today we are going to be 
talking with Simon “Zimpstar” Hagert. 


Zimpstar is the manager and owner of Paradigm, 
the first place European team at the Super 
Regionals and was also the coach/manager for the 
SMITE Launch tourney champions, Team SoloMid. 
He has a lot of experience in SMITE, from game 
knowledge, to coaching, to managing a team; and 
today he Is going to be offering some insight on the 


competitive world, and what It takes to be in it. 


Hello Zimpstar, congratulations on first place 
at the Super Regionals! How are you today? 

Hi! And thanks, we worked very hard to 
make sure we didn’t repeat last year’s fiasco of 


not even qualifying for worlds, feels good! 
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Glad to hear it! Well, let’s get started shall we? 
So, how did you get involved in the competitive scene? 
A loooooong time ago [late 2012/early 2013 
| think) | subbed in with a friend of mine called 
‘schipplol’ for a team called “Victorious Secrets” 
and played with Jakeyo, Realzx and Littlecatz. 
We didn’t have any expectations but ended up 
coming in 2nd place that week and lost 2-1 


in the finals vs SK gaming. Good times. 


With you having experience in coaching, 
what do you think it takes to be a good coach? 

| don't necessarily think that it takes a 
tremendous amount of mechanical skill, it’s more 
about game knowledge and the ability to lead 


players and enable them to focus on their game. 
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One thing I’ve been wondering is what made 


you guys move on from Team SoloMid in early 
2015? Was there any major reasons or motivations 
that you decided to start up Paradigm? 

Team SoloMid were great in terms of widening 
our fanbase, PR, etc. But we weren't satisfied 
with TSM’s engagement with us nor the SMITE 
community. We just decided that it was time for 
us to control our own names and make our own 


brand and work that way from the bottom up. 


Expanding on that, after the SMITE 
European Regionals what was it that made 
you guys make roster changes? 

After not qualifying, | think both us as a team 
and Gamehunter felt that he lost his original flair 


as a player. Whether that depended on external 
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or internal issues was up to him to answer, but 
something had to be changed in order for us to 
keep being relevant in the new season. After some 
talks to Xaliea and Funball we decided to put them 
as Starters in the team and | stepped down to 


owner/manager of our new brand, PARADIGM. 


Could you give some insight in what you 
do as the manager/owner of Paradigm? 

It’s just the things that you don’t expect the 
players to be involved in. Everything from arranging 


sponsorships, setting up bootcamps, growing our 


brand etc. | just watch over the operations basically. 


So going into this year’s SMITE 
World Championship, do you have any 


predictions for who will place where? 
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Tough! Though | do believe it will end in a close 
3-2 victory to Paradigm vs Cloud 9 in the finals, 


though I’m not sure about other placements. 


So, talking about the SMITE World 
Championship, if you could put together a 
‘dream team’ of players from across the 
regions, who would you pick and why? 

I'm not going to pick any of my boys here since 
that would make this too easy, so here we go: 

Hunter: Realzx 

Support: The Sex 

Mid: MlcSt3alth 

Jungle: Adapting 


Solo: Omega 


| also noticed that not too long ago 
Paradigm extended its roots to Xbox were 
there any reasons behind this? Are you in 
particular a fan of the Xbox scene? 

We love the SMITE scene and we depend 


upon it to grow for our own sustainability. It 
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was a natural move and I’m more than happy to 
have them represent our brand! Unfortunately 


I'm not very involved in the Xbox scene. 


Is it hard for you to keep up with the competitive 
scene in SMITE, and work on Paradigm at the same 
time while of course working on your degree? 

| wouldn't say so, I’m still a fan of the game 
itself and | watch as many games as | can. 


Maybe a minor impact, but nothing major. 


With you having knowledge with 
eSports, is there any advice you have for 
those looking to become competitive? 

Like in anything, if you love something pursue 
it. Set up a clear goal and try to achieve it within 
a certain timeframe. However, you also have to 
be realistic. Being a competitive player is not for 
everyone. If you are going for it, then make sure 
you put in 100% of your effort and don't waste time 
and stay committed to it. Remember, no matter 
how good you are at a game, someone (probably 


a Korean) is working to become even better. 


SHS seats! 
{1 

1 

ots 
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And what about running 
an organisation, any tips 
you'd like to share? 

Just stick to your guns and have 
fun with it, if it becomes a chore 
and you re dissatisfied with what 
you re doing, do something else. It’s 
a steep hill to climb, especially from 
the start - but the end result can 
be incredibly rewarding. A business 


degree won't hurt you either. 


Finally, moving on from that, | 
heard you had some personal projects 
in the works. Is there anything SMITE 
related you'd like to talk about? 

Yeah we have some stuff lined 
up, but | can’t talk more about 


it right now though. Sorry! 


Finally, where can we see 
more of you and do you have 
anything to say to your fans? 

You can find me on Twitter (d 
pdg_zimpstar and find our organisation 
(aparadigmgg. This is the best way to 
keep up to date with the organisation 
and our upcoming projects. We also 
recently updated our site paradigm.gg, 
where you can find out more about our 
organisation and also find our merch! 

To everyone in the community 
and all of our fans, thank you all 
so much. Your support means a lot 
to us, and helps us keep moving 


forward. We'll see you at worlds! 


By Thomas Shaw 


Ct 
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JOURNEY THROUGH 
SEASON 2 - DENIAL ESPORTS 
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By Zachary McFarland ~~~ 


[) enial eSports is a brand that 
has a long history in the SMITE 


competitive scene. Denial sponsored a 
team in the so-called Season 0, which was 
the time before Smite’s official launch. This 
team would go on to be the fourth place 
North American team, hosting beloved 
players such as PonPonulala and JeffHindla. 
Unfortunately, Denial tied for last place at 
the SMITE Launch Tournament in March 
2013 and broke up shortly afterwards. 

As preparations for the second season 
of the Smite Pro League (SPL) were 
winding up in early 2015, the Denial eSports 
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company was looking for a team to sign. They 
chose the Five Angry Men squad; the organization 
had previous connections between the captain 
Macetodaface, as well as the coach, Rushed, both 
of whom played on the Season 0 Denial roster. 

Upon signing, the Denial roster consisted of 
Macetodaface, ShadowQ, TheBest, Madmanmarc22, 
and Shing. Macetodaface captained the team from 
the mid lane, the position he played in the Denial 
lineup of old. His brother, ShadowQ, played Support 
for the team. ShadowQ was unable to play in Season 
1 due to contract and roster lock issues with his 
former team, Team Dignitas. Another former Dig 
player is TheBest, who swapped from the mid position 
to solo lane to play with his friend, Mace. TheBest 
was able to play for the Five Angry Men in Season 1. 
A relative unknown, Madmanmarc22, was a strong 
ranked player picked up by 5AM as their Hunter 
player. The final member was long-term pro player 
Shing, who was brought into the team as their jungler 
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after a disappointing Season 1 as Dignitas’ solo laner. 

With their roster of all-star veterans, Denial 
had no issues qualifying into the North American 
SPL for Season 2 where they played round robin 
best of three sets with five other teams. As the five 
week long Spring Split ended, Denial had secured 
themselves fourth place. Even though the team did 
not qualify for the end-of-split Spring Finals LAN, 
they managed to avoid fighting for their SPL slot in 
the expansion tournament. After the Spring Split, 
TheBest and Madmanmarc22 left the team and were 
replaced by BaskinRobin and BronxBombers for the 
Solo and Hunter roles, respectively. This was Baskin’s 
competitive debut, while BronxBombers came from 
Enemy, the last place SPL team in the Spring. 

The Summer Split differed from the Spring in 
that there were now eight teams in the league and 
teams played two-game sets. After seven weeks of 


competition, Denial found themselves tied with Eager, 


a team that was in the challenger cup in the spring 
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and brought into the SPL with the expansion to eight 


teams. Denial found victory in this matchup and again 
secured fourth place in the SPL, narrowly missing 
out qualifying for the Summer Finals LAN. Baskin 
departed from Denial at the end of the split and left 
the team having to find yet another player to fill the 
solo lane. They picked up Whalrus, who had been 
a teammate of BronxBombers back in the Spring. 
Going into the Fall Split, many people 
expected Denial to be the middle of the pack 
team they had been for the first two thirds of the 
season. Unfortunately, Denial started the split 
trending towards the bottom of the standings, 
and stayed there. When the split started, we were 
told that only four teams from North America and 
Europe would go to the Super Regionals, which 
is the tournament at the end of the Fall Split that 
determines which teams go to the SMITE World 
Championship. However, in the middle of the split, 
it was revealed that the Super Regionals would 
instead host six teams from each region. This 
energized many of the mid and lower-end teams, 


as they now had a chance at going to worlds. 


Denial was one of these revitalized teams and 
they looked at roster changes to improve their 
chance at going to the LAN. In the seventh week 
of the split, Shing got benched and was replaced 
by Sikandara, whom many people remember 
by his former name, Homiefe, a player on the 
original Five Angry Men squad who was replaced 
by Shing back in the pre-season. In the tenth 
and final week of the Fall split, Denial still had a 
chance to attain sixth seed and thus qualify for 
Super Regionals. Unfortunately, Denial finished 
as the seventh seed, their season officially over. 

Denial was down but not out. They decided to 
try their hands at the SMITE Xbox scene and every 
member except for Whalrus made the switch to 
console. The boys got an offer to play for the MLG pro 
league organization XGN. This led to a controversy 
that resulted in Mace and company backing out of 
the deal and the original XGN roster playing in the 
league under a different name, Team No Scheme. 
TNS lost their first set and disbanded, handing the 
pro league spot back to XGN, who announced that 
the Denial squad would be representing them. 

The members of Denial did not make 

a permanent swap to the Xbox scene and expect to 
start competing on the pc platform again in Season 
3. Because of their bottom-two performance in 
the Fall SPL, Denial will have to fight to maintain 
their pro league spot. Competition will come from 
the top teams from the Fall Challenger Cup, and 
winners from an open bracket tournament shortly 
before the relegation event. Will the Denial Esports 
team manage to keep playing in the SPL or will 
they be demoted to the Challenger Cup in season 


3? We will watch and find out in a few months. 


By Zachary McFarland 
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INTERVIEW WITH AVANT 
GARDE 


\A/"" discussing the SPL (SMITE Pro-League], 
we always talk a lot about SMITE’s NA and EU 


\ ~ teams. But what about the other regions? 


By Grace ‘FiyahKitteh’ ~~~ 


AVANT GARDE was formed in 2012 and became a major 

Ry organisation in 2013. Their mission is “to build Australian eSports 
and to promote gaming in all its forms through passionate 

’ representation and dedicated management”, which their 

H) i SMITE team definitely achieved in 2015, when the boys took 

| f \ " first place in SMITE’s ‘Fall Split’, allowing them to participate 

Se/ in the SMITE World Championship’ [SWC] 2016. 


Today | am talking to Kurtis “Biggy” Davidson, 


Support and captain of Oceania’s current top team. 


First of all, congratulations for 
qualifying for the ‘SWC 2016’. 
(Outside of the qualification for ‘Regionals’) 
This has basically been you guys’ first time 
participating during the ‘SPL and you dominated 
it. People are comparing you to EU’s “Epsilon” 


and NA’s “EnvyUs”. How does it feel? 


Those kinds of comparisons are very 
flattering and | can see where they are coming from, 
considering our record so far this season. However 
we know we have a lot of work and preparation to do, 


before we can prove that we can compete at that level. 


That's a really great and humble attitude to have! =) 
Which teams) did you feel were most 
challenging and - obviously without giving away 
any major “secret team strategies” - what kind of 


mental and practical preparation went into it? 
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“Dire Wolves” were always going to be our That's very great! In that case, 


biggest threat trying to qualify for Worlds. We put just = what are your expectations and wishes 
about all of our preparation into competing against for the upcoming ‘SWC 2016’? 
them in the finals. It also helped that we were scrim 


partners, so both teams knew a lot about each other. We are yet to have any international experience, 


| 

so | really have no idea what to expect, to be 
‘ 

So then, in your own opinion as AVANT honest. But obviously | am wishing to win. 

i 
GARDE’s captain, what do you think each player | 
i 

adds to the group synergy? Basically what would I think we can all understand that notion. 
i 

you Say are the individual strengths? In consequence, how are you going to 
i 
prepare for the ‘SWC’ and what 

i 

For me “Rowe” brings the would you like to achieve? | 

i 

most synergy, since we are both | 
i 

the ‘leaders’ of the team, but We will be doing our | 
i 

that would probably switch usual preparation for any 
i 

from player to player. Outside big series/tournament. | 
. . | 

of that everyone's strengths This typically involves : 
i 

are very much the same. scrimming, watching replays, | 
i 

Everyone Is just as qualified as discussing strategies/picks | 
i 

the others in both, the role they and bans and studying our | 
i 

play and their role within the team. opponents amongst other things. | 
i 

\ 

i 

\ 
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Alright, thank you very much! 
Now, looking back, when you started your 
journey in the pro-league, did you ever think 


you were going to get to where you are now? 


Yes, of course. We had our ups and downs 
as a team, but we were always confident that, 
when the time came, we would be well enough 


prepared to beat whoever we needed to. 


And who would you say were / are your 
personal idols or what else kept / keeps 


you motivated throughout your quest? 


| learned most of what | know about SMITE from 
watching players like “JeffHindla” or “DJPernicus”. 
They both have great SMITE brains, and they 
always kept me intrigued as to why they were 
doing certain things or playing a certain way. | 
owe a great deal of my success to them. As for my 


motivation, | think within our team we keep each 
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other motivated. From day 1 we have always just 


wanted to win and compete at the highest level. 


That is wonderful and at this point, you 
guys are also quite well known, receiving 
friend requests or tweets / messages 


from fans. Does it bother you at all? 


Not really. Any sort of positive support 
always means a lot. As for the negative side of 


things, we've copped our fair share of flack as 


a team, so it’s easily laughed off these days. 
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How often do you practice 
SMITE each week and what do you 


like to do when not playing? 


| will usually practice for at least 25+ 
hours a week. Outside of SMITE | generally 
keep things pretty uncomplicated. | enjoy 
simple things like spending time with family 


and friends, or going to the beach or gym. 


Sounds like you are keeping 


it all nicely balanced. PON SMITE 
. OX As 
What would you say to the people ) ‘ \, 
4 j 


- 


out there, who are trying to make 
their own way up to the pro scene? 


Any tips, advice, warnings? 


Be confident, listen and learn. Admit 


your own mistakes and improve on them. 


Alright! Is there anything else you'd like 
to say to your team and / or the fans? Any 


other additions you would like to make? 


Just thanks to everyone who 


has supported us so far. 


Thanks again to “Biggy” 
and AVANT GARDE! 

If you would like to stay up-to- 
date with the guys, please follow: 

~ Kurtis “Biggy” Davidson 

~ Daniel “Rowe” Rowe 

~ Jesse “Ochita” Cullen 

~ Luke “Subfloor” Gougeon 


~ Declan “Sporks” Hargreaves 


By Grace ‘Fiyahtch’ | Ne 
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THE HISTORY OF THE 
NORSE PEOPLE 


he Norse, also referred to as Vikings, 

T*. known for their mythologies, but are 
more famous for one thing, viscously attacking 
and raiding the European coastline. And that 
doesn't fairly represent who the Norse were. A 
lot of the misconceptions stem from the fact that, 
eventually, most of the raiders settled down and 
converted. Which means that a lot of their records 
were tampered to portray one picture of the Norse 
people. It makes sense; after three hundred years 
of random, bloody attacks, you'd want to slander 
them too. There are a few documents that seem 
trustworthy, but most of our current knowledge 
comes from archeological findings which are 
beginning to rewrite everything that we thought 
we knew. Another factor is that the runic language 


that the Norse used Is one that is rather difficult to 
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By Helena Wachhaus ~~~ 


learn and there haven't been many scholars who 
have invested the time needed to master it, so many 
of the Norse documents that remain intact have 
only recently been translated and understood. 

One thing that has survived are the myths that 
the Norse told, which might actually be more than 
just stories. A lot of ancient societies kept their 
history alive through oral traditions, which, over 
time, generally developed into the fanciful tales that 
we know and love. For example, there's the story of 
the Aesir and the Vanir, rival gods from two worlds, 
Asgard and Vanaheim. The Aesir were war gods. On 
the other side, the Vanir were gods of nature and 
fertility - you can see why they didn’t get along. 

The two factions dueled it out for a while, until 
they decided that enough was enough and stopped 
fighting each other. The two sets of gods decided to 
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end the whole thing in the 
most passive aggressive 
way possible, by trying 

to show each other 

up ina game of who 
gives the best gifts? 

First, the Vanir sent 

over Njord, who was 

the wealthiest of their 
gods, and his two children, 
Freyr, who became the Norse 
god of fertility, and Freya, who lead 
the Valkyries and became the goddess of 
beauty. In response, the Aesir sent over 
Hoenir, a god that they said would help 
lead the Vanir, along with the wisest of the 
Aesir, Mimir. Not ones to be one-upped, the 
Vanir were impressed and didn't want to 


seem rude, so they sent their wisest god to 


Asgard and thus the war by presents ended. 


Life went on peacefully for a while 
with all of the new gods getting situated in 
their new worlds. You'd expect the myth to 
end there, but it doesn't. Hoenir, the god 
sent by the Aesir to lead the Vanir, started 
acting really strangely when his advisor, 
Mimir, wasn’t around. As it turns out, the 
Vanir had been duped! Hoenir wasn't the 
best leader the Aesir had to offer, he was 
kind of an idiot. To express their anger, the 
Vanir returned Mimir’s head to the Aesir 
without his body; an action that, thankfully, 
didn't restart the war between the gods. 

Now, that story seems fairly out of 
place in relation to most of the other myths 
which usually involve a quest, a war, or at 
least someone's death. But it makes more 


sense if you take a step back and look at 
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the history of people in the north. The first humans 
arrived in the area known today as Scandinavia at the 
end of the last ice age. Note how | said first humans, 
because there was a second group that settled much 
later. Modern Scandinavians are probably related to 
this second group, which, incidentally, also brought 
agriculture with them. Though that theory isn't 
proven, it’s too coincidental for their arrival, and 
immediate agricultural boom, to not be linked. 

So what does this have to do with the myth of the 
Aesir and Vanir gods? Well, pretty much everything. 
One group living off the land and focusing more on 
farming than clan warfare (Vanir], and the other, a 


little harsher, more warlike, and exploratory [Aesir]. 


Now the inspiration for the myth makes more 
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sense. The second group of people probably brought 
their own gods and customs which clashed with 
those of the people who lived in Scandinavia before 
them. Of course there was war at first: humans 
have never really liked it when other people settle 
nearby. But these two groups managed to stop 
fighting and combine their knowledge; it makes 
sense that they'd eventually emerge to terrorize 

the European coasts for as long as they did. 

There are a lot of different theories about why the 
Norse decided to plunder the European coast, but the 
most widely accepted idea is that they were running 
out of food. Cultivating Scandinavian land, while not 
impossible, isn’t the easiest of endeavors; especially 


considering the length and severity of winters. Sailing 
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to plunder a village or trade furs and fat for food was 
a good way to spend long winters. Interestingly, there 
are records of Nordic traders buying silk in Persia and 
trading goods in Baghdad. The other prevailing theory 
behind the raids Is that the Norse were looking for 
land to explore and, in some cases, settle, because 
they were being pushed out of their own lands by a 
massive increase in population. For whatever reason 
- gold, food, slaves, adventure...etc. - a 
their raids were always sudden € 
and horrific for the 
unsuspecting villagers. 
The Nordic raiding 
trips went on for about three hundred 
years with the earliest recorded attack 
hitting Lindisfarne, a monastery, in England, 
around 793. The monks, who lived and 
studied in peace on the island fortress thought 
that the Vikings had come to punish them on God's 
behalf. The few monks who weren't killed and hadn't 
escaped, were taken by the invaders and put to work 
as Slaves. This attack dictated how the raiders would 
be seen for centuries; after all they are best known 
for viciously attacking defenseless monasteries. To 
give an example, one of the first things | was taught 
as a child, were the different torture methods that 
Viking raiders used. Like the blood eagle -which was 
gruesome, fatal, and should never be researched 
after eating-. It took at least a decade before | 
learned about how civilized the Norse people were. 
That brings up an excellent point, society has 


stuck to the image of the Norse as brutish savages 
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who only wanted to take lives, gold, and slaves. i 
‘ 

While a lot of people knew the truth, that the 
‘ 

\ 

Norse weren't savages, the knowledge still isn't i 
‘ 

i ca i 7 \ 
entirely hitting the mainstream. For example, did i 
‘ 

; ‘ ‘ N 
you know that the ancient Icelandic Norse basically 
| 

created and perfected a new form of government 
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back in the tenth century? The system hinged on 
the idea that there wasn't one ruler for everyone 
and that everyone had a voice that deserved to 
be heard. This culminated in a series of yearly 
meetings, which could be attended by any free-man. 
The meetings served to resolve complaints, make 
decisions, and create laws. In a way, the Nordic 
form of government was similar to the democracy 
pioneered by the Athenians in Ancient Greece. 
Unfortunately, revisionist history is something 
that persists as a practice today, both in current 
events and in what we know-or don’t know- about 
history. After all, history is written by the victors. 
In the case of the Norse, it’s becoming more and 
more clear, that they weren't ruthless savages; they 
were people, with all of the brutality and morality 
that can still be found in any society. There is so 
much that we don’t know about the Norse and so 
much that we can learn from them. Who knows, 
maybe the mainstream image of the Norse will 
change from a burly man ripping someone else's 
ribcage open- part of the blood eagle- to a group 


calmly creating the laws that they can all agree on. 


Sources 
The Norse Gods 
Viking Mythology 
Norse Mythology 
LiveScience 
Who Were The Vikings? 
The Viking Timeline 
Science Daily - Scandinavians 
Science Daily - Norwegian Vikings 


The Vengeance of lvarr the Boneless 


The Nordic Region 
The Viking Age 


By Helena Wachhaus 
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DRINKING A BEER WITH 
ACIPERE 


The SMITE Community is full of content 
creators, and we wanted to highlight a couple 
of them. Of course we could take a look at all 
the big names that everybody already knows, 
but that's not nearly as interesting as it could 


be. So we chose to highlight successful content 


creators that aren't household names (yet). 


The reason you stood out of all the other 
content creators was an AMA [Ask Me Anything) 
on the SMITE Subreddit a little while ago. 

What was the reason for doing this AMA? 
get asked a lot of questions on my stream, 
and | want to give my viewers an in-depth 
answer. This isn't always possible on stream, as 
you only have a couple of sentences to explain 
something, and that’s usually not enough to give 


a proper answer. So | made the AMA to be able to 


@ The Official SMITE Magazine Issue #21 


By Jorg van der Velden ~~~ 


be in-depth about questions like being a streamer 

or content creator. Now, when people ask about 

that, | can refer them to the AMA and give them all 

the info | can without taking away too much time 

on my stream. It is also convenient for me to not 

have to answer the same questions over and over. 
| didn't expect the AMA to have as large of 

a turnout as it did. It was really surprising how 

big it turned out to be and I’m really happy | 


could answer a lot of questions for people. 


Was the turnout on the AMA another 
“boost” to motivate you even more? 

I'm not the biggest streamer or YouTuber 
in SMITE, and | didn’t expect a big turnout. All | 
expected were the regulars from my Twitch chat to 
come by. The large showing did definitely encourage 


me to be more helpful towards people who don't 
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really know where to start their YouTube or 
Twitch and need someone to look up to. It means 


a lot that | could be that for so many people. 


How did you get into SMITE in the first place? 

| played World of Warcraft (WoW) for avery long 
time. Mostly PvE (Player vs. Environment] Raiding, 
and our guild was pretty successful at that. We were 
one of the first to clear the 25 man Heroic raid on 
Ruby Sanctum in North America. It was one of my 
biggest achievements in that game. But when the 
guild started to break up towards the beginning of 


Mists of Pandaria | started playing SMITE more and 


more with real life (RL) friends who introduced me 


into the game. Something that started as something of games the next day, which grew into the next one 
to do after raiding quickly became my primary and then the next week and so forth. | grew into the 
game after quitting WoW, as | really like the game. game as it progressed through Its beta stages. 


| really wanted to make YouTube videos for 
Initially, when my friend sold the game to me | SMITE, but the videos didn't get a lot of views. The 
was like “Alright, sure. Let's get this over with.” After drive to make content for this game didn’t go away, 


a couple of games | liked it enough to play a couple and that’s when | found streaming. | started off 
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watching Shing’s stream, and it sort of just happened 
from there on out. | built a computer that could 


stream and started streaming as much as | could. 


Let’s get back to bridging the gap between 
WoW PVE and SMITE, as SMITE is 100% a PvP 
(Player vs. Player) game. What drew you to 
SMITE if you were mainly a PvE player? 

| enjoyed Arena and Battlegrounds a lot in WoW, 
though | was never high rated in those. | especially 


enjoyed World PvP back in the day; that was a lot 
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. of fun. But as the new expansions rolled out, PvE 


and PvP got more and more cut off from each other 

and you were forced to focus on one or the other, 

which was a huge turn off for me. Back in 2005- 

2006 you could just raid for gear and then go out 

in the world and kill people, and if that person had 

better gear it all came down to who outplayed who. 

| loved that and SMITE gave me that same feeling. 
The third person aspect also really drew 

me into the game. Other MOBAs don't offer that 

and that pushes me away, as | don't like the top- 

down view of those games. Playing with friends 

is also a big part of liking a game . | had a couple 

friends to do so with consistently, so the game 


became a lot more fun because of that. 


How do you see the future of SMITE? 

The game is definitely headed in the right 
direction, especially with its release on XBOX One. 
| think Hi-Rez is doing a good job with growing 
both it and the community. | hear a lot of people 
complaining about a lot of different things, like 
the way the SPL is presented, but | don't agree 
with that. The game is fun to play, and that’s what 


matters. Sure, the meta could use some changes, 
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but whatever. People expect SMITE to turn into League 
of Legends overnight, but that’s not realistically going 
to happen. At its bare bones, the game is fun to play 
and that’s what kept me hooked for several years now. 
| also think Hi-Rez as a whole is taking a step 
in the right direction regarding professionalism. 
When you compare the beta patch notes with Bart 
(Koenigsberg - Ed.) getting on the entire community's 
nerves and enjoying it to the way they're presented 
now Is a huge difference. | love how basic the patch 
notes were back then, but it shows the progress they've 
made over the years. And that’s really cool to see. 

That doesn't mean there isn’t space to improve. 
While the SPL presentation isn’t bad as is, it could be 
beneficial if they found a way to incorporate the third 
person aspect of the game more into the tournaments. 
As is, a lot of the casting happens from a top down 
perspective, which is perfectly fine for teamfights as a 
lot happens there, but it also makes it a lot more similar 
to other MOBAs out there, especially to the people 
watching it for the first time. SMITE is unique in its 
perspective, and Hi-Rez markets to that. Incorporating 
that (effectively) into tournament casting would further 


reinforce this marketing. But that’s just my opinion! 
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Top Donation: Sir Astrodox(100) 


How about Hi-Rez’s interaction really high standard and | feel they’re ok with that. 
with the community? Despite all the flak they've been given, it’s admirable 
That's one of the best parts about Hi-Rez: they that they still listen and they keep on chugging, 


actually listen to the community and try to implement __ trying to make the game better for everyone. 


suggestions to the best of their ability. At the same 


time, it’s also their downfall. With great power comes Anything to close out the interview? 

great responsibility, and SMITE’s community has that Well, | could just do the shameless self plugs. 
power. | remember back in beta, when you made 

a threat and it got 300 or so upvotes, the change No worries, got that covered! 

would be implemented. For better or worse. And Then all | want to add is that if anyone has 
while it’s no longer near as drastic as it was back any questions after reading this interview, they're 
then, that power is still there and | sometimes feel free to ask me when I'm streaming. | stream six 
the community abuses that fact. What I'd like to to eight hours a day, so there's plenty of chances 
see is the community band together and HELP Hi- to get the answers you ve been looking for. 


Rez with issues, essentially take that responsibility 


and help the game become even better than it is. Channels: 
The community is sometimes really undeserving Twitch: http://www.twitch.tv/acipere 
of how nice Hi-Rez is, and how well they listen Twitter: (dAcipere 
to them. Everyone is just human and everyone Youtube: https://www.youtube.com/Acipere 


makes mistakes. Hi-Rez is no exception to that, 


but they are one of the very few gaming companies 
By Jorg van der Velden 


that really tries. The community holds them to a 
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STAFF QNA: TIMOTHY 
‘TIM63’ TIAN 
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By Jorg van der Velden ~~~ 
This month were taking a look at another Let's start off with by asking you who 
of our staff members and learn a little more youare and where you come from. 
about them. Timothy Tian Zhang Wai has ‘m actually a really shy guy. Basically, | speak 
been one of our most productive writers and li. I'm spoken to most of the time. I'd 
the chances are that you've read multiple definitely like to be more outgoing though and joining 
of his articles if youve been following the the magazine as a writer was one of my first steps 
Official SMITE Magazine for the last couple towards that goal! In terms of games that I've played, 
of months. Let's get into the questions strategy games were my favourite, specifically, Age 
and find out who this man really is! of Empires. SMITE is actually my first MOBA and if 
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time permits, It will not be my last. Random facts: I’m 
Chinese, maths and science have always been my 
favourite subjects, music is one of the most important 


things in my life. Oh, and | come from Malaysia! 


How did you find out about SMITE 
and the Official SMITE Magazine? 
It all started when | was 

visiting a friend for 

a few rounds of 

wrestling on console. 

After a while, he A 
moved on to the PC and 

whipped out this game called 
SMITE. | stuck around and watched 
him play a round of Arena. A few days 
later, SMITE was on my PC. There are 
a few things that can turn me into an 


insomniac and one of those Is when I've 
The Official SMITE Magazine Issue #21 
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found a great, new game. It’s safe to say that | didn’t 
get any sleep that night! In the case of the magazine, 


| was scrolling through the SMITE Reddit and just 


happened to come across a post about the magazine. 


| went to the link, read the magazine and loved it! 


Time for another predictable 
question: Who is your favorite 
4g god(dess) and why? 


— At the moment, 
A 


\ 


SS it's Cupid. | main 

SS Munters (although 
I'm really quite bad 

with them) and what | 


saw In Cupid was this adorable 


_ potential. When | play Cupid, his 
kit just seems to work really 


well together and it’s really satisfying to let that 


WS 


looking boy with a crazy amount of burst 
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Heart Bomb tick away, knowing a 100% that you've 
got the kill. | can almost see the sunglasses drop 


from the top of the screen whenever that happens. 


What inspired you to write and 
create content for SMITE? 

When | was young, one of my many dream 
ambitions was to become a writer. I’m an avid reader, 
especially towards fiction. However, as | got older, 
writing and reading (fiction) had to make way for 
writing and reading (engineering). When | found out 
that the magazine needed writers, | immediately 
jumped to it. Once | got started with writing for 
the magazine, especially the fiction articles, it was 
like meeting an old friend. So, | guess that’s the 


inspiration, the desire for writing and SMITE itself. 


What are some of the struggles in writing about 
a single game and how do you deal with them? 

The toughest part is when you need to come up 
with new topics for the magazine every month. Since 
the magazine Is specially dedicated to SMITE, the 
fear of running out of topics that | can come up with 
is always lingering. Whenever that happens, | look for 
inspiration from other sources. I'd go through football 


magazines or entertainment magazines and try to 
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somehow combine parts of their ideas with SMITE. 


If that fails, a game of SMITE always helps too. 


Which one of your articles is 
the one you're proudest of? 

God concept articles. Skadi and Hades are my 
favourites. Connecting the lore with the kit for the 
characters Is something that | enjoy very much. It’s 
almost like a puzzle, trying to piece them together. 
In every god concept | create, | also try to work ina 
specific theme to their style of play. For example, 
the Hades kit involved friendly fire and it was tough 


but interesting, linking that theme with his lore. 


Does living in a completely different 
timezone from the rest of the staff pose any 
difficulties? If so, how do you deal with those? 

At first, | thought it might be a problem. After 
a while though, most of it worked out okay since a 
lot of writing is done at your own time. There were 
one or two occasions when it did become slightly 
complicated. These moments came when a joint 
article had to be produced. While the other staff 
member was awake and fired up to go, | would have 
been fast asleep. Compromising on the time was 
the way to go for these cases. My writing companion 


would be having breakfast and I'd be having dinner. 


What part of writing for the Official 
SMITE Magazine do you enjoy the most? 

Working with the artists! | love doing god 
concept articles. Coming up new kits for them really 
satisfies the creative urges. This however, Is only 
half the story. The other half involves working with 
the artist to come up with the design and art of the 
god. | really enjoy seeing the art they come up with. 


They're just really extremely talented people! 


By Jorg van der Velden 
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human sacrifice, the pyramids of Chichén 


It is the panic their calendar caused however, 
that outweighs nearly everything else on the list. 
And while the world didn’t end In 2012, it’s very 
impressive that they managed to conceptualize, and 
calculate that far into the future. The Maya were 
numerological masters, and the mathematical 
system that they used Is arguably one of the most 
effective systems created in the Americas. Even 
more impressive was the fact that they only used 
three symbols in their calculations. Being a base 
20 system made addition and subtraction much 
easier to visualize for the uneducated members 


of Mayan society who learned to use the system 


fee rete eee eter creeper eerie te rte eer eeteneteneeeerevereeienees ne! 
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on their fingers and toes. This way everyone could 
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HISTORY OF THE MAYAN 
PANTHEON 


Ty. Maya have been famous for many things: 


Itza, and having one of the lengthier creation stories. 
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master the system and use it in daily transactions. 

Going off on a bit of a tangent, if you're 
someone like me and don't really get math, you 
should definitely look up the Mayan system. The 
symbols and how they work feel an awful lot like 
tally marks, but more streamlined. For example, 
the symbol for 5 is===and the symbol for one 


is @. A basic equation would look like this: 


oe .. — 


You just stack the symbols, it’s literally that 


easy. The whole process is visual, makes sense, 
and is subsequently the first time that | have ever 


fully understood the reasoning behind basic math. 
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To the Maya, numbers held an almost sacred 
connotation, specifically the numbers 5, 13, 20, 52, 
and 400. The meanings behind five and twenty are 
both fairly obvious, representing the number of 
fingers on one hand and the number of phalanges on 
a human body respectively. Thirteen represented the 
original Mayan gods; though 150 or more gods were 
introduced and included by the end of what is known 
as the classic period (250-900 A.D). The number 
four-hundred was seen as the number sacred to 
the gods of night, of which there were many- nearly 
every god had multiple forms and at least one of the 
forms was the god crossing through the stages of 
the underworld every night. The last sacred number, 
fifty-two, is a bit of an outlier. Instead of being a 
symbol for the gods or the number of fingers, it 
represents time. Maya astronomers used the orbit of 
Venus to ground their two calendars. The time when 
the systems aligned was called the Calendar Round, 
which, as you've probably already guessed, happened 
every fifty-two years. This calendar, alongside the 


calendars they kept to track the orbits of the sun 
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and moon, allowed the Maya to accurately predict 
solstices and eclipses. The Maya used an incredible 
amount of calendars -the two Venus calendars, 

one for the sun, and another for the moon- these 
calendars synchronized every 104 years and an 
enormous celebration marked the columniation of 


| 
the Venus Round. The basic frame that the ancient 
yA 
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Maya created is still used 
by their descendants. 

The Maya are different 
than most ancient 
civilizations, in that there 
are still full blooded Maya 
scattered across the 
Yucatan Peninsula. Part of 
the success and longevity 
of the Mayan civilization 
is the rise of City States. 
Somewhat similar to 
ancient Greece, these cities 
were self-governing hubs for 
activity and ritual traditions. 
Each city contained at least 
one temple which came ina 
variety of structures, from the enormous temple- 
pyramids found in large cities, to the much smaller 
mounds which were more common in villages. Both 
types of temples helped the Maya unite under one, 
albeit vast and varied, culture. Because the empire 
spanned all the way from Mexico to Honduras, very 
few things connected the different Mayan villages 
and cities. Vastly different terrains, from highlands 
to lowlands and even jungles, required different 
survival strategies and techniques. Some people 
thrived using slash-and-burn farming while others 
actively shaped whole mountains into flat plots so that 
they could grow food. It didn’t help that there were 
different cultural influences which contributed to the 
differences in the Maya. Some villages and cities 


drew from the Olmecs, a civilization which occupied 


yer 


| 
Ore 


the Maya territory well before the start of the 


Mayan era, while others couldn't help but 


1 


be inspired by the great city of Teotihuacan, 
which was ruled by the Aztecs. The Maya 


didn't speak the same languages, which makes it 


The Official SMITE Magazine Issue #21 The GameOn Magazine 


nearly impossible for their descendants from different 
villages to communicate across village borders. 

So, with all of their differences, how did the Maya 
stay united? As it turns out, the city states and villages 
in the southern part of the empire implemented a 
hierarchy, which the other cities and villages resisted- 
not such a great start. Instead of following the class 
system the south created, northerners 
recognized village patriarchs and refused 
to bow to any other voice of authority. 
This eventually caused the empire 
to divide into kingdoms which, 

by the end of the preclassic 

period, were ruled by a single 
high-king. While there isn’t 
much information about the 
kings- how they lived, ruled, 
if conflicts broke out between 
city-states, etc.- it is abundantly 
clear that the kings lives were 
closely tied to the temple-pyramids. 
A specific ritual was performed when 
a new king was crowned and involved at least 
one sacrifice, which was performed at one of 
the temple-pyramids. A similar ritual was 
performed when the king was called upon 
to act as a medium for the gods. Once the 
kings died, they were buried underneath 
the pyramids, so that they would be able 
to find their way through the thirteen- 
hello sacred number- stages of the 
afterlife and make it to heaven. 

Another thing that connected 
the Maya was the emphasis and 
reverence they showed their 
calendars. Even their creation 
myth asserted the strong connection 


between the Maya and the passage of 
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time. According to the myth, the gods created the 
sky and earth as a foundation for creatures to live, 
worship them, and keep track of the precious day 
that the gods would bestow upon them. In some 
versions the gods of the earth and sky collaborate to 
create worshipers, but the outcome is still the same 
regardless of which translation you use, namely, 
that the god's first attempt to create life resulted in 
the creation of animals. Unfortunately, the animals 
were flawed in one crucial way: they didn’t have 
voices and couldn't worship anyone. The Maya 
believed that they could worship and respect their 
gods by keeping the calendar and by performing 
rituals, by not having a voice; the animals had very 
clearly failed the latter requirement. The idea that 
their gods had failed is found multiple times in the 
Maya's myth and is something that is largely absent 
from the creation stories from other cultures. 
Anyway, the gods decided to mold creatures 
out of mud, but those first humans disintegrated 
before they could praise the gods and keep their 
days. The gods tried to create humans out of bark 
which is a much sturdier substance. These too 
were a disappointment, because their minds were 
empty. They were promptly destroyed by a flood. It’s 
worth noting that a few bark-creatures survived and 
eventually became monkeys. The fourth attempt to 
create humans allowed the gods to get creative and 
mix maize -corn flour- with water which they then 
used as flesh to mold their humans. The new humans 
were absolutely perfect, they had perfect eyesight and 
worshipped the gods as they were meant to; actually 
they were too perfect. The gods, fearing that their 
most recent creations would develop supernatural 
abilities and become gods themselves, stopped 
manufacturing them and fogged the four minds that 
they'd created. Finally, they molded wives for the 


humans and ended the experiment there. The myth 
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goes on to show how the fears of supernaturally 
powered humans came true and divulges into 
the adventures of Xbalanque and his brother. 

This creation story exemplifies the Maya’s 
connection both to maize, a primary food source, 
and the deeply held belief that the recording of the 
passage of time and the development of calendars 
was the reason for the creation of people. It’s 
not surprising that the Maya focused so much 
on perfecting their math systems and making 
them easier for every member of Mayan society 
to understand, nor is it surprising that a primarily 
agrarian society would have clearly mapped the 
movements of the planets. When you believe that 
your purpose for existing hinges on one thing, 
in this case keeping track of time and building 
an accurate calendar, it makes sense that you'd 
want that system to be thorough. The fact that 


this system was not only sophisticated, but also 


accessible through a simple application of symbols 
The Official SMITE Magazine Issue #21 


and a base 20 system, showcases yet another vital 
aspect of their society. That is that every able bodied 
person has the basic skills to use the mathematical 
system; therefore’ everyone has the opportunity 
to fulfill their primary purpose for their gods. 

By Helena Wachhaus 


Further info 
If this little introduction into Mayan mythology 

has piqued your interest, these sources will allow 
you to dig further into its fascinating history: 

History Museum 

Live Science 

Anthropology 008 

Four Ahau Press 

Ancient History Encyclopedia 

Aztec-History 


Ancient Origins 


Living Maya Time 
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STAFF QNA: HOLLY ‘KISEKI’ 
WEBSTER 


Let’s start off with the cheesiest question And the last overly predictable question: 


By Jorg van der Velden ~~~ 


of all: How did you get into SMITE? Who's your favorite god and why? 
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Projared (a Youtuber) bunny tho}, but I’d have to honestly 


around the time that Janus was say Poseidon. | love his design, 
released, who had created his kit, just the god in 
a video on the basics of general. A big part of the 
SMITE. My boyfriend 


started playing and 


appeal is the fact that | 
grew up on atiny island 


told me | should give surrounded by the sea. 


ita go, sol did. :D It sounds kind of weird 
but Poseidon reminds 
What was it me of home a little bit 


about the game that and that’s why | feel so 


got you hooked? comfortable playing him! 
Chang’e! But seriously, 
| loved the third-person How would you describe 


aspect. | never liked the 


ee Ss F your art style, and how 
a = Artwork by Maria Manrique Ccopa did you learn to draw? 


I'd say typically anime- 


top-down panning type of 
gameplay from other MOBAs. 


The over-the-shoulder camera inspired. At the moment 
was great, made me feel really involved in the game lam really enjoying putting small details into my 
and | hadn't had that in any other MOBA before. images and working intricately with shading. | was 
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doing digital paintings last year and | felt like 

a lot of the details | included in them got lost 
within the complexity of the paintings. Cell- 
shaded stuff is neat, clean, and my kind of 
thing. As for how did | learn, | got into drawing 
as a really young kid. | had a lovely book of 
Greek Myths [funnily enough!) that had some 
beautiful illustrations and | used to draw them. 


| think that’s probably where it started! 


How did you find, and eventually get to 
work for, the SMITE Official Magazine? 

| found a recruitment post by Kaostic on the 
SMITE Reddit around September of 2014, | think. 
| emailed him as fast as | could saying “PLEASE 
HIRE ME”. | was really excited to work for 
something like the SMITE mag because | thought 
doing regular drawings each month would help 
both me improve my art, and also maybe It would 


eventually get me noticed by Hi-Rez-senpai. 


What is it about working for the 
Magazine that you enjoy most? 

My favourite thing has to be skin concepts 
- there is no limit to what you can create for 
the Gods In-game, you can really go ham and 
design all sorts of stuff. | also drew a piece 
for the God Re-Envisioned article once, that 
was fun too! Changing up a God you know to 


something totally different is pretty neat. 


And conversely, what are some of 
the challenges that you encounter? 

I'd say time management Is the hardest 
thing for me. As well as the SMITE Official 
Magazine work | do | manage my own Twitch 


channel, Discord community and freelance 


| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
_ . — | 
commissions. Squeezing everything in can 


The Official SMITE Magazine Issue #21 The GameOn Magazine 


N 
N 

 < AR ICLE HN HA HH HH HH NHN HAHN HN HNENNNHNNNNHNNNANHNNNNNNNHNANNANHANNE 

4 ww 


N 
N 


be really, really difficult for me sometimes! 

You're not only an artist for the mag, but also a 
Production Manager. How did that come to pass? 

Yes! | think because the magazine is getting 
busier it was a good idea to look around for an extra 
pair of hands to help out with things. | think perhaps 
because I've been with the magazine for over a year 
that was why. Consistently creating art and being 
active within the team are other things | think really 


helped out with stepping up to Production Manager. 


[ 
| 

| Your art for the Magazine isn’t the only content 
| you create as you also stream regularly. What 

| kind of content can people find on your Twitch? 

| | stream a bit of everything. Sometimes it is 

| fanart from Final Fantasy 14 - a game which | play 
| a lot, SMITE magazine work, skin concepts, anime 
| fanart, or commissions! | stream a lot of different 

| things but due to the nature of my art a piece 


sometimes only takes one or two streams to finish. 
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So usually there’s always something new to watch! 
I'd like to also mention my HamFam, which is a 
community that has built up around my streaming. 
They are wonderful, genuine and friendly people 
and make up as much of the stream as | do. Our 
channel is very ham-themed - my cat in real life is 
called Ham. Sometimes there's a video feed of her 
called the HamCam, we have Hams as a currency 
and run mini-games called HamHeists. It’s really 
great. Everyone has a good time all the time - some 
people come for my art, or come for the community, 


or both - but you'll definitely have fun either way! 


Any tips or advice you want to give 
people that want to start creating content 
for SMITE or gaming in general? 

| would say have somewhere to put your art 
online, so deviantART or Artsation is a good idea. 
Once you've got some stuff in your gallery mail it 


over to one of the editors saying why you'd like to 
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join the team. Everyone Is really lovely, if | could 
get in then you can! As for getting in to SMITE, 
get in game and have fun! Pick a God you like 
the look and/or sound of and go ham! Take 
advice where it’s given, ignore any salt thrown 


your way and have fun! SMITE is a great game! 


Final thoughts or shout- 
outs you want to share? 

Shoutouts to the HamFam! Especially our 
fellow SMITE community members SaucyKaz 
from the SmiteGuys and artist CherChen! 

Thank you Jorg for doing this interview with 
me and Cuti for the art! Hope everyone reading 
this enjoyed the SWC and have a great time in- 
game! May the hams be ever in your favor! 

DeviantArt: http://kisekii-i.deviantart.com/ 

Twitch: twitch.tv/kisekii 

Twitter: (aKisekii_i 

By Jorg van der Velden 
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Faux Ad by Asim Shrestha 
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Comic Concept by Jon V | Artwork by Gwendoline Martin 
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The lesser known 
Origami Crane 


transformat 
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Artwork by Dorine Pittet 


Newest God Released: 
Amaterasu - The Shining Light 
See You Next Issue! 


